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This research aims to: (1) develop Accounting Chess learning media on 
Inventory material , (2) know the feasibility Accounting Chess learning media on 
Inventory material, (3) know the student responses about  Accounting Chess 
learning media on Inventory material, (4) know the affect of the using of 
Accounting Chess learning media for students’ motivation. 
This research was a research and development in financial accounting 
learning at SMK Negeri 4 Klaten especially class XI on Inventory material . 
Development model included; (1) analysis; (2) design, (3) development, (4) 
implementation, and (5)evaluation. Validation stage was conducted by product 
validation by material expert, media expert and accounting learning practitioner at 
SMK Negeri 4 Klaten. Developed product was tested on 32 students of grade XI 
at SMK Negeri 4 Klaten. The questionnaires used for data collection consisted of 
feasibility questionnaire for material expert, media expert and accounting learning 
practitioner as well as questionnaire for students’ response and motivation. 
Research result shown that Accounting Chess learning media was feasible 
to be used. The assessment score by material expert was 4,86 (very feasible), 
assessment score by media expert was 4,06 (feasible), assessment score by 
accounting learning practitioner was 4,38 (very feasible) and students’ response 
was 4,33 (very feasible). In the field test, the Accounting Chess was successful in 
increasing students’ motivation from 97% in category “Middle” to 94% in 
category “High”. Thus, Accounting Chess learning media was feasible to be use 








PENGEMBANGAN MEDIA PEMBELAJARAN CATUR AKUNTANSI 
UNTUK MENINGKATKAN MOTIVASI SISWA PADA PROGRAM 
KEAHLIAN AKUNTANSI KELAS XI SMK NEGERI 4 KLATEN  







Penelitian ini bertujuan: (1) mengembangkan media pembelajaran catur 
akuntansi pada materi mengelola kartu persediaan, (2) mengetahui kelayakan 
media pembelajaran catur akuntansi pada materi mengelola kartu persediaan, (3) 
mengetahui respon siswa tentang penggunaan media pembelajaran catur akuntansi 
pada materi mengelola kartu persediaan, (4) mengetahui peningkatan motivasi 
belajar siswa sebelum dan setelah menggunakan Catur Akuntansi. 
Penelitian ini adalah Research and Development (R & D) dalam 
pembelajaran Akuntansi Keuangan di SMK Negeri 4 Klaten khususnya kelas XI 
pada materi mengelola kartu persediaan. Model pengambangan yang diterapkan 
terdiri dari; (1) analysis; (2) design, (3) development, (4) implementation, (5) 
evaluation. Tahap validasi dilakukan dengan validasi produk yang dilakukan oleh 
ahli materi, ahli media, dan guru praktisi pembelajaran di SMK Negeri 4 Klaten. 
Produk yang dikembangkan diujicobakan pada 32 siswa kelas XI SMK Negeri 4 
Klaten. Angket yang digunakan untuk mengumpulkan data terdiri dari angket 
kelayakan untuk ahli materi, ahli media, dan guru praktisi pembelajaran; serta 
angket pendapat siswa dan angket motivasi. 
Hasil penelitian menunjukan bahwa media pembelajaran berbentuk Catur 
Akuntansi ini layak untuk digunakan. Skor penilaian oleh ahli materi sebesar 4,86 
(sangat layak), skor penilaian ahli media sebesar 4,06 (layak), skor penilaian oleh 
praktisi pembelajaran akuntansi sebesar 4,38 (sangat layak) dan pendapat siswa 
sebesar 4,33  (sangat layak). Pada uji coba lapangan, Catur Akuntansi berhasil 
meningkatkan motivasi siswa dari 97% dari kategori “sedang” menjadi 94% di 
kategori “tinggi”. Dengan demikian, media pembelajaran berbentuk Catur 
Akuntansi ini layak digunakan untuk pembelajaran Akuntansi Keuangan di SMK 
Negeri 4 Klaten. 
 
 







A. Problem Background 
Education is a very important tool in human life, it can not be 
inseparable from the whole process of human life. Moreover, education 
could be a way to create high quality human being. Human needs on 
education is absolute, whether in private life, family, community, and in 
nation. Education is a learning process related to knowledge, skills, and 
habits of a group of people who are transferred from one generation to the 
next generation through teaching, training, and research. Under Law 
Number 20 of 2003 article 1, paragraph (1) of the National Education 
System: 
Pendidikan adalah usaha sadar dan terencana untuk mewujudkan 
suasana belajar dan proses pembelajaran agar peserta didik 
secara aktif mengembangkan potensi dirinya untuk memiliki 
kekuatan spiritual keagamaan, pengendalian diri, kepribadian, 
kecerdasan, akhlak mulia, serta keterampilan yang diperlukan 
dirinya, masyarakat, bangsa dan negara. 
 
Various aspects of life are developed through a process of learning 
and teaching. Educated human will evolve towards the better. Besides, the 
educational process also takes a variety of innovations to aim at improving 
the quality of education in which it does not only emphasize on theory, but 
also direct it to the practice. Learning innovation is needed to make 
students more enthusiastic, excited, and highly motivated to keep learning. 
The success in the learning process is the key factor of success in 
general education purposes. The success of learning according to Syaiful 
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Bahri Djamarah (2006: 105) is "A learning process of a teaching material 
is declared successful if the specific instructional objectives can be 
achieved. Indicators of success in learning are: (1) absorption of the 
teaching materials reaches high achievement, either individually or in 
groups, and (2) the behavior outlined in the objectives of 
teaching/instructional special has been achieved by learners, either 
individually or in groups.” 
Many factors are suspected to be the problems of education in 
Indonesia. These factors are divided into four categories which consist of 
teachers, students, government and schools. Factors derived from teacher 
include the poor quality of the teachers’ performance and teachers’ 
welfare. Factors derived from the school include inadequate infrastructure 
and the high cost of education. Factor which comes from students is the 
low student achievement. Then, one of the factors derived from the 
government is the lack of equal opportunities in education. Actually, the 
fundamental problem is that the education system is still making the 
student as an object, so that students tend not to be critical in solving of 
existing problems. 
Based on this issue, the teacher should pay attention in teaching 
and learning strategies, as to create learning situations effectively and 
efficiently in accordance with the subject being taught. Teachers also need 




In the process of learning, student motivation is also an important 
factor. Students’ high motivation will support the success of learning, on 
the other hand, students’ low motivation is a barrier that will make the 
students’ learning outcomes to be low. In that case, the teachers should be 
able to use the appropriate model or method to create an interesting 
learning process and can foster the students' motivation in learning. 
SMK Negeri 4 Klaten is a vocational school which has four Skill 
Programs. The Skill programs include Accounting, Office Administration, 
Computer Engineering and Networks, and Marketing. From the 
observations conducted during the PPL especially for the Program of 
Accounting class XI, the student motivation was low because of the 
encountered problems in learning process. There were a lot of teachers 
perform monotonous teaching method such as using the lecture method 
continuously in presenting the material without variation in teaching 
method. In addition, the use of media such as LCD that has been provided 
by school could not be used optimally by the teacher. Dealing with the 
teachers’ way of teaching which was still monotonous and did not take 
advantage of the facilities provided the school, the students were easily get 
bored and did not pay any attention to the teacher. Students tend to chat 
with friends or create a classroom atmosphere to be rowdy and even some 
students did their homework from another subject. The learning conditions 
made the students become passive and the expected fun learning 
atmosphere had not been materialized. 
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The low student motivation is a problem for the teachers. In this 
case, the teacher is expected to create a breakthrough that can increase the 
students’ motivation. In the learning process, the teacher has to be able to 
innovate and be creative in presenting the material to make the students 
more eager and able to receive lessons. But in fact, the teacher only served 
to complete the learning material regardless of whether the material has 
been understood by the student or not. This issue leads to the weakening of 
student motivation and make the students less concerned in learning 
process. 
Regarding to the above matters, it is necessary to think about the 
presentation that is for the students to make the students to improve their 
enthusiasm during the learning process. The use of models or learning 
methods is very important in order to achieve the desired results. 
Using game in the learning activity process is one of the 
alternatives that can be used to address the above problems. It is necessary 
to develop a media with the concept of learning while playing in order to 
motivate students to learn accounting increases. Using the concept of 
game media, students will be more active so that the teaching process can 
be optimized, effective, and efficient. Therefore, game media is developed 
to make students more active and able to solve the problems provided in 
the game. 
Not all media are suitable to be applied in all conditions and 
materials provided. Selecting the appropriate media plays important role in  
5 
 
achieving the expected learning goals. This study uses the concept of 
learning while playing to develop media in the form of Accounting Chess. 
Instructional media using Accounting Chess game has several advantages, 
including (1) the game is played in groups so they can help each other so 
that students are highly motivated because they are supported by their 
friends, (2) chess improves concentration and skills to solve problems, (3) 
chess enhances students' creativity, and (4) chess improves the students’ 
memory in understanding learning materials. 
Based on the description above, the researcher conducts research 
entitled "The Development of Accounting Chess as a Learning Media to 
Improve Student Motivation in Accounting Skill Program Class XI SMK 
Negeri 4 Klaten Academic Year 2014/2015". 
 
B. Problem Identification 
Based on the above problems, the problems can be identified as 
follows: 
1. Low motivation of the students in studying accounting. 
2. Limitations experienced by school in developing instructional media 
and teachers’ lack of creativity in developing teaching methods. 
3. Learning process in SMK Negeri 4 Klaten are still conducted 




4. The development of a new instructional media that have the concept of 
learning by playing is urgently needed in order to be able to increase 
students' motivation in learning. 
 
C. Problem Limitation 
Dealing with the researchers’ limitation, in terms of knowledge, 
experience, time, and energy, and to help the research is not to be 
widespread, the researcher limits the issues on the development of 
Accounting Chess to increase the students' motivation in class XI 
Accounting Skills Program SMK Negeri 4 Klaten academic year of 2014 / 
2015 on subjects Financial Accounting. 
 
D. Problem Formulation 
Based on the above problem definition, the formulation of the 
problem can be stated as follows: 
1. How to develop Accounting Chess learning media on Inventory 
material for class XI student of Accounting Skills Program in SMK 
Negeri 4 Klaten? 
2. How is the feasibility of the Accounting Chess learning media on 
Inventory material according to media experts, materials expert, and 
Accounting learning practitioners? 
3. How is the response of class XI students of Accounting Skills Program 
in SMK Negeri 4 Klaten with the Accounting Chess learning media? 
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4. How the affect of the using of Accounting Chess learning media for 
students’ motivation? 
 
E. Research Objective 
Based on the problem formulation above, research objectives can 
be formulated as the following: 
1. Developing Accounting Chess learning media on Inventory material 
for class XI student of Accounting Skills Program in SMK Negeri 4 
Klaten. 
2. Knowing the feasibility Accounting Chess learning media on Inventory 
material. 
3. Knowing the student responses for class XI student of Accounting 
Skills Program in SMK Negeri 4 Klaten on Inventory material. 
4. Knowing the affect of the using of Accounting Chess learning media 
for students’ motivation. 
 
F. Research Benefits 
Research of Accounting Chess was developed and is expected to 
be beneficial for both theoretical and practical. 
1. Theoretical Benefits 
The theoretical benefits that can be obtained in the form of 
donations theory associated with the development of Accounting Chess 
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learning media on basic competence Inventory for class XI student of 
Accounting Skills Program SMK Negeri 4 Klaten. 
2. Practical benefits 
a. For teachers 
1) The teacher can lead students to acquire a variety of learning 
experiences through appropriate media and in accordance with the 
purpose of learning so that students can add to the understanding of 
the material being taught. 
2) Teachers can develop new instructional media that have the concept 
of learning while playing. With the development of instructional 
media Accounting Chess can improve students' motivation in 
learning. 
b. For students 
1) Media appropriate and in accordance with the purpose of learning 
can improve learning experiences so as to enhance students' 
understanding of the material being taught. 
2) Through learning the concept of this game is expected that students 
have their own motivation to learn accounting with fun. 
3) Students will be more critical thinking and learning will become 






c. For researchers 
This research is a means for researchers to apply the knowledge 
acquired during the lecture, and to add provisions and insights of 






A. Theoretical Review 
1. Overview about Motivation 
a. Definition of Motivation 
Motivation comes from the Latin word "movere" which is 
push or move. Basically motivation is a conscious effort to move, 
steer and maintain a person's behavior that he was compelled to act 
to do something so as to achieve a particular result or goal. 
According to Alif Subari (Suparman S, 2010:50) motivation is 
everything that drives behavior require / encourage people to fulfill 
a requirement. This requirement will lead to impulse or motive to 
perform certain actions, where it is believed that if the deed has 
been done, then the balance state is reached and the feeling satisfied 
within the individual.  
According Sardiman A.M (2007:75) motivation can also be 
regarded as a series of efforts to provide certain conditions, so that 
a person is willing and wants to do something, and if he does not 
like it, he will try to negate dislike it. So the motivation can be 
stimulated by external factors, but the motivation is growing from 
within oneself. Furthermore Dalyono (2009:57) argues that 
motivation is the driving force or urge to do a job. Syaiful Bahri 
Djamarah (2002:114) also argued that the process of learning, 
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motivation is very necessary, because one does not have the 
motivation to learn, not be possible learning activities. 
From the opinion of experts, we can conclude that the 
motivation is encouragement from both inside and outside the 
individual who has the power to stimulate and direct a person to act 
or work. Motivation can also be defined as the driving force that 
causes an attempt to do something. 
Students will succeed in learning when they raise the 
motivation to learn by themselves, because without knowing what 
will be learned and do not understand why it has to be learned, then 
the learning activities will be difficult to achieve success. Students’ 
motivation is very important because it can move towards a 
positive student behavior so that they can face any charges, and 
bear the risk of difficulties in learning. If there is no motivation in 
students, it will cause a feeling lazy to learn well in following the 
lessons and tasks assigned by the teacher. Students who have a 
high learning motivation will arise a great interest in the following 
study. 
Sardiman A.M (2007:75) argues that the motivation to 
learn is a psychological factor that is non-intellectual. His role in 
the growth of passion typical, happy and eager to learn. According 
Winkel (Fajar Kurniawan Saputro, 2006: 17) motivation to learn is 
the overall driving force in self-esteem that lead to learning 
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activities, which ensures continuity of learning activities, so that 
the desired goal, namely student achievement of optimal learning 
can be achieved. 
It can be concluded that the overall learning motivation is 
the driving force or a strong impetus from within the individual 
that causes learning activities for students so that the desired goals 
can be achieved. Maslow (Sardiman A.M, 2007:80) argues that the 
hierarchy of human needs to learn is as follows (1) physiological 
needs, such as hunger, thirst, the need for a break, and so on, (2) 
the need for security, the sense of freedom from fear and anxiety, 
(3) the need for love, to feel accepted in a society or a group 
(family, school, group), and (4) the need to realize oneself, ie to 
develop talent with business to achieve results in the field of 
knowledge, social, and personal formation. 
b. Various Motivation 
Various learning motivation by Sardiman A.M (2007:89-91) 
is divided into two types, namely: (1) intrinsic motivation, the 
motives that become active or functioning of not need to be 
stimulated from the outside, because the individuals have nothing to 
do with the urge to do something, (2) extrinsic motivation, the 
motives are active and functioning of as stimulus from the outside. 
Syaiful Bahri Djamarah (2002:115) mentions that pertained 
form of intrinsic motivation is a form of motivation in learning 
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activities initiated and passed by an absolute encouragement related 
to the learning activities. Belonging to the intrinsic motivation, 
namely: (1) learning because they want to know the ins and outs of 
the problem as complete, (2) learning because they want to be 
educated or to be an expert in the field of study and students' 
appreciation of the need to make an effort through learning 
activities to meet these needs can only be met by studying 
diligently. Extrinsic motivation is motivation that comes from 
outside the individual self. extrinsic motivation were classified into: 
(1) learning to meet the obligation, (2) learn to avoid the threatened 
punishment, (3) study in order to obtain the promised prize material, 
(4) learning in order to enhance the social prestige, (5) study for the 
demands who wish to hold office or to meet the requirements of the 
increase in levels, (6) learn to gain praise from the people who 
matter. 
c. Principles of Learning Motivation 
Syaiful Bahri Djamarah (2008: 152) divides the six 
principles of motivation to learn, namely: (1) motivation as the 
basic driving force that encourages learning activity, the motivation, 
the individual will perform learning activities within a certain time 
frame, (2) primary motivation is more intrinsic than extrinsic 
motivation in learning, this is because of the self-motivation arises 
from consciousness itself so much stronger for learning activities 
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compared with extrinsic motivation, (3) motivation in the form of 
praise is better than punishment, motivation in the form of praise 
will increase achievement in learning while punishment only cause 
negative behavior, (4) motivation closely related to the learning 
needs of the desire to dominate of science appropriate with the 
times, (5) motivation can cultivate optimism in the study, 
individuals who are motivated to learn always confident to complete 
each task and get useful results, (6) motivation bore achievement in 
learning, high motivation will always push to make it to that 
expected to be realized. 
Learning principles is an important part that must be known 
to the teachers so that they can understand the deeper principles and 
a teacher can make appropriate references in learning. By doing so, 
the lesson will be much more effective and can reach the target 
goal. 
d. Role of Learning Motivation 
Hamzah  B. Uno (2011: 27) argues that there are three roles 
of motivation in teaching, namely: 
1) The role of motivation in determining reinforcement learning 
Motivation can play a role in reinforcement learning if a child 
who learns faced with a problem that needs solving, and can 




2) Clarify the role of motivation in learning objectives 
Clarify the role of motivation in learning objectives closely 
related to the significance of learning. Children will be 
interested to learn something, if it is learned that at least was 
known or enjoyed the benefits for children. 
3) Motivation determines the persistence of learning 
A child who has been motivated to learn something, will try to 
learn it properly and diligently, in the hope of obtaining good 
results. In that case, it appears that the motivation to learn cause 
someone diligent study. 
So the motivation to learn the above three roles that include 
the role of motivation in determining reinforcement learning, 
clarify learning goals, determine the persistence of learning is able 
to make student learning becomes more focused. The role of 
motivation is also able to create a good learning objectives 
achieved. 
e. Motivation Function 
Motivation has a very important function in student learning, 
motivation determines the intensity of effort because the learning is 
done by the students. According Sardiman A.M (2007:85) the 
function of motivation is (1) to encourage people to do, the 
motivation in this case is the motor of any activity to be undertaken, 
(2) determine the direction of action, ie towards the goals to be 
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achieved, thus motivation can give directions and activities that 
should be undertaken in accordance with the formulation of 
objectives, (3) selecting the act, which was to determine what 
actions should be done to match in order to achieve the goal, to put 
aside the deeds that are not useful for that purpose. 
Syaiful Bahri Djamarah (2008:157) mentions three functions 
of motivation in learning, namely (1) motivation as the driving 
action, namely the desire and the underlying attitude and encourage 
learners to undertake a number of activities in the learning process, 
(2) motivation as the driving action, students will conduct learning 
activities with all their body and soul in order to really understand 
what the content of the material content, (3) motivation as the effect 
of the act, motivated individual who can complete the action that 
must be done and what actions should be ignored. 
Motivation function also expressed by Nana Syaodih 
Sukmadinata (2004:62), namely (1) to direct, instrumental 
motivation to bring and keep individual from targets to be achieved, 
and (2) enable or increase the activity, if learners have a great 
motivation, the students will perform an activity in earnest and 
purposeful. 
From the above explanation that the motivation is very 
important in the learning process because motivation can encourage 
students to perform certain activities related to the learning 
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activities. In the process of teaching and learning is also necessary 
to increase the motivation of students, so that the student is able to 
achieve optimal learning results. 
f. Motivation Indicators 
The nature of learning motivation is internal and external 
encouragement to students who are learning to get a change in 
behavior, generally aligned with some indicators or elements that 
support the success in learning. Some things that can affect the size 
of one's motivation by Hamzah B. Uno (2009: 31) include: (1) there 
is a passion and desire to succeed, the motive to succeed in 
performing a task and the desire to get perfection results in a task, 
(2) the drive and the need to learn, could be due to a boost from the 
inside or the encouragement of outsiders, (3) there is hope and 
ideals of the future, someone who has clear goals and focus on those 
goals will be more motivated to learn, (4) the existence of an award 
in the study, a person completing a task or learning is not due 
achievement motive, but as encouragement to avoid failures that 
stem from the fear of failure, (5) there are interesting in learning 
activities, students love to learn because they see things that are 
interesting in learning itself, (6) the existence of a conducive 
learning environment, an environment that can create a comfortable 
atmosphere for learning will also increase the motivation to learn 
and not easily bored. 
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2. Overview of Accounting Chess Learning Media 
a. Understanding Accounting Chess Learning Media 
Studying and learning are two terms that are interrelated. 
Learning the main activities undertaken by humans. In the learning 
process, teachers can not be separated from the medium of 
education because it is one of the important factors in the process 
of teaching. Teachers are required to be able to use the appropriate 
tools in the learning process. 
Robert Heinich, et al in Azhar Arsyad (2011:4) defines the 
media is something that carries information between the source and 
receiver of information. Learning media is a tool that it contains 
information about the teaching materials of the teacher as the 
owner of the information (materials) to the students as recipients of 
the material. Variety of learning media can stimulate the students 
to learn on their own. Gagne and Briggs in Azhar Arsyad (2011: 4) 
put forward his theory that the media is a learning or physical tool 
that can present the message and stimulate students to learn such as 
books, films, videos and so on. Furthermore Dina Indriana (2011: 
16) argues that the teaching media is all the physical tools and 
materials that are used to implement the teaching and facilitating 




The function and role of the media in Wina Sanjaya (2011: 
169) are: 
1) Catch an object or certain important events 
Important events or rare objects can be captured with photos, 
movies, or recorded by video or audio, and events that can be 
stored and can be used when needed. 
2) Manipulate situation, events, or specific objects 
Through the medium of learning, the teacher can present the 
lesson material is abstract into the concrete so it is easy to 
understand and can eliminate verbal. 
3) Adding the passion and motivation of student learning 
The use of the media can increase students 'motivation to the 
students' attention to the learning material can be further 
increased. 
The usefulness of the media in the opinion Arief S. 
Sadiman, et al (2011: 17-19), include (1)clarify the presentation of 
the message in order not to be verbalistis (in the form of words 
written or spoken), (2) overcoming the limitations of space, time, 
and power the senses, such as:the object is too large, a small 
object, the motion is too slow or too fast, events that occurred in 
the past can be displayed again, objects that are too complex, broad 
concept can be visualized in the form of a film frame, movies, or 
pictures, (3)the use of appropriate media and varied education can 
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overcome the passive nature of the students like generate 
excitement of learning, allows interaction between students with 
the fact, allow the students learn on their own according to their 
ability and interest, (4) the curriculum and educational materials 
for each student is determined just so many teachers have 
difficulties when everything should be limited itself with the 
unique nature of each student coupled with the environment and 
different experience. 
It can be concluded that the learning media is a tool or 
intermediary that can be harnessed and used to deliver material in 
the learning process as well as to facilitate the students to 
understand the material. 
Game theory was first discovered by a group of 
mathematicians in 1944. John von Neumann and Oskar 
Morgenstern said the game consists of a set of rules that establish 
competitive situation from two to several people or groups to 
choose a strategy that is built to maximize their own victory or to 
minimize the opponent wins. The regulations specify the possible 
actions for each player, the amount of information received by 
each player as the play progress, and a number of victory or defeat 
in a variety of situations. 
 
Arief S. Sadiman, et al (2011: 75-76) argues that the game 
is a contest between the players interact with one another to follow 
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certain rules to achieve certain goals anyway. A game should have 
four main components, namely, (1) the presence of the players, (2) 
the existence of an environment where the players interact, (3) the 
existence of rules, (4) the existence of specific objectives to be 
achieved. 
Chess Games is a war game with the model on a chessboard. 
This game is a very valuable lesson to develop courage, accuracy, 
physical and mental endurance, strength, values of the decision, 
through the battle lines over the chessboard. Chess consist of 
various components namely: 
1) King, can move the plot in any direction. King also has a 
special move called castled which also involves the fort. 
2) Rock, can move along the horizontal and vertical plot, but can 
not jump over other pieces. The fort was involved in the 
movement castled. 
3) Bishop, can move diagonally along the plot, but can not jump 
over other pieces. 
4) Queen, have combined movements of the Rock and Bishop. 
5) Knight, has a movement like the letter L, which extends two 
and a wide swath of the plot. Knight the only piece that can 
jump over other pion. 
6) Pion, can move forward (towards the opponent) a plot to plot 
that is not occupied. At the beginning of the movement, a pion 
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can move forward two spaces. Pion also can capture diagonally 
opposing pion, pion when the opponent is a diagonal swath in 
front of it. Pion has two special movement, namely motion 
capture en passant and promotion. 
In the accounting learning is then used as a media chess 
game. In this chess game rules will be modified to use a card that 
contains questions about the material that has been taught by the 
teacher. 
b. Development of Accounting Chess Learning Media 
According to Dina Indriana (2011:125) in designing 
instructional media, there are several steps that must be taken 
which are (1) identifying all the needs and understand the 
characteristics of students, (2) formulating particles of matter in 
detail, (3) developing a tool to measure the progress, (4) 
formulating and testing the instruments, as well as, (5) performing 
the revision. 
Dina Indriana (2011:56) also argues that in making 
instructional media there are some requirements, namely (1) 
rational, is according to resourceful and able to think about its 
users, (2) scientific, which is in accordance with the rules of 
science, (3) economical, which is in accordance with the financing 
capability so that more economical and efficient, (4) practical, 
which can be used in practical conditions at the school. 
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As disclosed Syaiful Sagala (2005:136), the use of models 
in a systematic development of teaching materials and in 
accordance with the theory will ensure content quality study 
materials. Model development is defined as the conceptual design 
process in order to improve the function of models that have been 
there before, through the addition of learning components that are 
considered to improve the quality of goal attainment (Sugiarta: 11). 
Development of the model is based on experience implementing 
new programs implemented, the needs of individuals or groups, 
and adapted to developments and changes in learning environments 
learners. These models, among others, the model ADDIE, 
ASSURE, Hannafin and Peck, Gagne and Briggs, and Dick and 
Carry. The development models certainly has its own 
characteristics deeper to understand. 
Model of development that will be used in the development 
of Accounting Chess learning media is ADDIE. The advantages of 
ADDIE itself, among others: (1) more appropriately used as the 
basis for developing a learning device is not to develop a learning 
system, (2) description looks more complete and systematic, (3) 
the development involves the assessment of experts, so prior to the 
test in field of learning tools have been revised based on the 
assessment, advice and input of experts. According to Dick and 
Carry (1996) in Endang Mulyatiningsih (2012:200-202), there are 
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five stages in the ADDIE model of instructional media, namely to 
develop the Analysis, Design, Development, Implementation, and 
Evaluation. Here is an explanation of the stages of the model 
ADDIE: 
1) Analysis Stage 
The main activity is to analyze the need for the development of 
models/new learning methods and analyzing the feasibility and 
the terms of the development of models/new learning methods. 
Development of a model/new method begins with a problem in 
the model/learning methods that have been applied, is not 
relevant to the needs of the target, the learning environment, 
technology, characteristics of learners, etc. 
2) Design Stage 
Based on the analysis, further design stage or product design. 
Design stage has similarities with designing learning activities. 
The design of the model/learning methods are still conceptual 
and will underpin the next development process. This activity is 
a systematic process that begins with a set of learning 
objectives, designing scenarios or learning activities, designing 
learning tools, designing learning materials, as well as an 





3) Development Stage 
ADDIE model development stage containing product design 
realization activities. In this Stags of the conceptual framework 
structured implementation model/new learning methods and 
realized into products ready to be implemented. For example, at 
the design stage has been designed using a new model that is 
still conceptual, then at the stage of development made learning 
tools with new models such as lesson plans, media and subject 
matter. 
4) Implementation Stage 
At this stage the design of the model is implemented in a real 
situation and performed an initial evaluation to provide 
feedback on the application of the next model. 
5) Evaluation Stage 
Evaluation is done at this stage of the process and the end of the 
activity. If applied to the learning model of formative and 
summative evaluation. The results of the evaluation are used to 
provide feedback to the user models. Revisions were made in 
accordance with the results of the evaluation or needs can not 
be met by the new model. 
c. Feasibility Aspects of Accounting Chess Learning Media 
Feasibility in the Kamus Besar Bahasa Indonesia (KBBI) is 
about (appropriate, feasible) that can be done. Feasibility of an 
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object is created if it meets the established criteria. The criteria are 
used for comparison. Then the results of the comparison can be 
used to determine the decision. 
Feasibility study media is the decision of a new 
instructional media to be used as a medium of learning after a 
judgment of expert judgment and tested directly to the student. 
According to Bakharuddin (2012), aspects and indicators used to 
assess the following: (1) material aspects include : completeness of 
the material,the strength of the material,activities supporting 
material, recency of the material, efforts to improve the 
competence of students, the organization of the material to follow 
the scientific systematics, material develop skills and the ability to 
think, material stimulate students to conduct inquiry, the use of 
notation, symbols, and units, (2)presentation aspects, include : 
general presentation of the organization, organization of 
presentation per chapter, presentation consider the meaningfulness 
and usefulness, involve students actively, develop a process of 
knowledge formation, public display, variation in the delivery of 
information, improve the quality of learning, the anatomy 
textbooks, noting the code of ethics and copyright, taking into 
account gender equality and environmental stewardship, (3) 
aspects of language, include: indonesian is good and right, 
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terminology, clarity of language, conformity language, easy to 
read. 
According to Romi Satria Wahono (2006), there are three 
aspects of learning media assessment criteria include : (1) aspects 
of software engineering include: effective and efficient in the 
development and use of instructional media, reliable, maintainable,  
reusability, the accuracy of the choice of applications / software / 
tool for development, compatibility, packaging integrated learning 
media program and easy in execution, documentation complete 
instructional media program, reusable, (2) aspects of learning 
design, include : clarity of learning, the relevance of the learning 
objectives with CS / BC / curriculum, the scope and depth of 
learning objectives, the accuracy of the use of learning strategies, 
interactivity, provision of motivation to learn, contextuality and 
actuality, the completion and quality of learning support materials, 
compliance with the aim of learning materials, the depth of the 
material, easy to understand, systematic, continuous, clear logic 
flow, the clarity of description, consistency with the evaluation of 
the learning objectives, the accuracy and provision of evaluation 
tools, the provision of feedback on the evaluation results, (3) 
aspects of visual communication include : communicative, the 
following ideas pouring creative ideas, simple and alluring, audio, 
visual, moving medi, interactive layout. 
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Walker and Hess (Azhar Arsyad, 2011:175-176) gives the 
criteria in reviewing software based on the quality of learning 
media that covers several aspects, namely: (1) the quality of the 
content and objectives related to : accuracy, interests, 
completeness, the balance, interest / attention,  justice, compliance 
with the situation of students, (2) instructional quality associated 
with: the provision of learning opportunities, provide assistance to 
student learning, quality of motivating, flexibility instructional, 
relationship to other learning programs, the quality of instructional 
social interaction, the quality of tests and assessment, to give effect 
to the students, can make an impact for teachers and learning, (3) 
the technical quality with related to: readability, easy to use, the 
quality of the display / impressions, quality of treatment response, 
quality of program management, and quality of documentation. 
Based on the opinion of some experts on various aspects 
and criteria for a learning media assessment, the researchers set out 
some aspects and assessment criteria Accounting Chess media that 
will be developed and to be judged by an expert material, media 
experts, and Accounting learning practitioners. 
B. Relevant Researchs 
1. Nova Adyatma Kurniawan (2014) in his study entitled 
“Pengembangan Media Pembelajaran Catur Akuntansi untuk Siswa 
Kelas XI IPS 2 SMA Negeri 1 Pleret Tahun Ajaran 2013/2014”. The 
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results of this study indicate that the assessment by experts of material 
that gets an average of 4.29 with the category of "It's Worth", a media 
expert who received an average rating of 3.53 with the category of 
"Eligible", and accounting learning practitioners who got average 
value average of 4.13 with the category "Very Decent". Students found 
the media adds to the understanding of accounting, making learning to 
be more independent, the text can be read with a good, easy to 
understand language, about the appropriate level of difficulty, easy to 
use, and packed well. This research has in common with the relevant 
research on the type of research and development aimed at developing 
media Chess Accounting. Meanwhile, there is a difference in the 
matter raised in this research as well as research subjects and places. 
2. Research conducted by Ria Sartikaningrum (2013), entitled 
“Pengembangan Media Pembelajaran Permainan Monopoli 
Akuntansi untuk Meningkatkan Motivasi Belajar Siswa Kelas X 
Program Keahlian Akuntansi SMK Negeri 1 Tempel”.  The results 
showed that the learning media monopoly game worthy of accounting 
is used as a medium of learning. Feasibility engineering aspects of the 
media by media experts to obtain a mean score of 34.00 in the category 
"Good", individual testing of 16.40 with the category of "Very Good", 
a small group trial of 16.60 with the category of "Very Good", and 
field trials at 17.80 with the category of "Very Good". Feasibility 
aspects of visual communication by media experts to obtain a mean 
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score of 54.00 in the category "Good", individual testing of 42.60 with 
the category of "Very Good", a small group trial of 44.19 with the 
category of "Very Good", and test field trials at 44.78 with the 
category of "Very Good". Feasibility aspects of learning based on 
matter experts to obtain a mean score of 82.00 with less category of 
"Very Good", individual testing of 26.80 with the category of "Very 
Good", a small group trial ssebesar 26.20 with the category of "Very 
Good", and field trials 26.67 with the category of "Very Good". This 
research has in common with the relevant research on the type of 
research and development model using ADDIE. Meanwhile, there is a 
difference in the matter raised in this research as well as research 
subjects and places. 
3. Research conducted by Hendra Sasworo (2013), entitled 
“Pengembangan Media Permainan Monopoli Untuk Pembelajaran 
Bahasa Inggris Siswa Kelas IV SD Negeri Jajar 1 Wates Kabupaten 
Kediri”.  These results show that the assessment by media experts of 
82.14% valid criteria . In the matter experts for 82.5% valid criteria. 
Tests audience group of 85.3% valid criteria. While data Trial 
individual audience of 87.5% valid criteria. Trial court audience of 
91.13% valid criteria. The average student learning outcomes 
increased by 18%. It can be concluded that the learning media in a 
valid criteria so that used in learning. This study has differences with 
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relevant research on the matter raised in this research as well as 
research subjects and places. 
C. Research Framework 
Lack of availability and variety of instructional media makes 
teachers using the same methods and media, so that the learning process 
was saturating and monotonous. A media said to be good when they fulfill 
aspects include the use of the look, content, language and ease of use. 
Ideally the use of instructional media can make students easier to 
understand the concept of the material properly. 
Therefore, it is necessary the development of a new learning media 
that are learned while playing in order to make students more eager to 
study Accounting. Researchers develop Accounting Chess learning media. 
The reason for choosing this Accounting Chess game because this game 
can be done in groups so that they can work together to resolve existing 
problems. In addition, the game also can increase creativity, concentration, 
as well as the student's skills in solving problem. With media usage of 
Accounting Chess, students will be active, creative, and have a high 
motivation to participate in the learning process. Students are expected to 
have a passion for learning accounting than just working on and listen to 
the lectures of teachers alone. 
This media is expected to create a fun learning environment and 
can be used anywhere that is not focused only class alone. Through 
Accounting Chess, Accounting students can deepen their knowledge with 
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the material and the matter contained in the Accounting Chess media. This 
media is expected to increase the interest of students studying accounting 
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D. Research Questions 
Based on the background and theoretical foundation mentioned 
above, the proposed research question and the answer is expected to be 
obtained through this research are: 
1) How to develop Accounting Chess learning media for class XI AK2 
student in SMK Negeri 4 Klaten? 
2) How do the feasibility learning media with material expert judgment 
of Accounting Chess learning media for class XI AK2 student in 
SMK Negeri 4 Klaten? 
3) How do the feasibility learning media with media expert judgment of 
Accounting Chess learning media for class XI AK2 student in SMK 
Negeri 4 Klaten? 
4) How do the feasibility learning media with Practitioners Accounting 
judgment of Accounting Chess learning media for class XI AK2 
student in SMK Negeri 4 Klaten? 
5) How is the students response of Accounting Chess learning media for 
class XI AK2 student in SMK Negeri 4 Klaten? 
6) Does this Accounting Chess learning media improve students’ 








A. Types of Research 
In this study, researcher used the method of research and 
development. Sugiyono (2012:407) argues that the method of research and 
development is a research method that is used to produce a particular 
product and test the effectiveness of the product. According to Nana 
Syaodih Sukmadinata (2006:164), research and development is a process 
or steps to develop a new product or to improve existing products and can 
be justified. Endang Mulyatiningsih (2011:161) also finds that the research 
and development aims at producing new products through the 
development process. 
Research development is directed towards producing products that 
are ready to be used in the real field. The resulting product can be 
modules, books, and instructional media (Monopoly, Chess, Snakes stairs, 
etc.). These products are expected to be able to overcome the existing 
problems in learning. 
 
B. Place and Time of Research 
Researcher was conducted in SMK Negeri 4 Klaten which is 
located at Jl. Mataram No.05, Belangwetan, North Klaten, Klaten 57 436 - 
Central Java. This study was conducted over a period of February - June 
2015 which included planning, research, and reporting. 
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C. Procedures for Research 
In general, the process includes a preliminary study of product 
development for the results of planning, revision of products based on the 
opinion of material experts, media experts, testing the products that have 
been developed, and improving products based on the test results. 
According to Dick and Carry (1996) in Endang Mulyatiningsih (2012:200-
202), there are five stages in the ADDIE model of instructional media, 
namely to develop the Analysis, Design, Development, Implementation, 
and Evaluation. Here is an explanation of the stages of the model ADDIE: 
1.  Analysis Stage 
At this stage, the main activity is to conduct a need analysis. 
Researcher designs the products (Accounting Chess) that will be 
developed. Need analysis aims to gather a variety of information that is 
relevant to the development of products (Accounting Chess) for class 
XI AK2 in SMK Negeri 4 Klaten. 
The activities carried out at this stage of the analysis are: 
a. Analysis of the goals and objectives of the instructional media 
product development Accounting Chess. 
b. Analysis of the competencies which include an analysis of the 
Competency Standards (CS) and the Basic Competency (BC) 
which will be contained in this media. 
c. Instructional analysis which includes the translation of Basic 
Competency (BC), which have been at the stage of learning 
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competence analysis to be an indicator that allows for Accounting 
Chess presented in the media. 
d. Studying the feasibility and requirements development of new 
instructional media. 
2. Design Stage  
Based on the analysis, then performed the design stage or the 
design of products that includes the following three stages: 
a. Planning the product design 
Researchers began designing products with the concept of 
instructional media in accordance with the material of the Basic 
Competency (BC) that have been defined. 
b. Preparation of the rules of the game, questions, and answers 
Instructional media product is shaped like a chess game just fill 
material in it is present in the basic competencies that have been 
defined, so it needs to be rules of the game that will be able to 
direct the media to study Accounting. 
c.  Developing the product assessment instruments 
At this stage the researchers began to make a grating instrument 
product assessment. This assessment instrument in the form of a 
questionnaire aimed for material experts, media experts, 





3. Development Stage 
In this development stage, the activities carried out are: 
a. Products Making 
Based on product design, the product was printed. All 
components that have been prepared at the design stage 
assembled into a single entity with a unified product support 
tools in the game of chess. 
b. Product Validation Stage I 
At this stage, the initial product is validated by material expert 
and media expert. The results of the validation form of 
suggestions, comments, and feedback serve as the basic for 
revising the product of stage I of the products developed. 
c. Product Revision Stage I 
At this stage, the product was revised based on suggestions, 
comments, and feedback given by the media expert and 
material expert on the product validation stage I. 
d. Product Validation Stage II 
At this stage, the product is validated by the Accounting 
learning practitioners using questionnaires that have been made 
previously. The results of the validation form of suggestions, 
comments, and feedback serve as the basis for the revision of 




e. Product Revision Stage II 
At this stage, the product was revised again based on 
suggestions, comments, and feedback given by the Accounting 
learning practitioners. The revised product will then be used for 
the implementation stage to the students as the target use of the 
product. 
4. Implementation Stage 
In the implementation stage, the activities carried out in the 
form of: 
a. Field trials 
At this stage, the product tested to class XI AK2 in SMK Negeri 4 
Klaten. 
b. Observing the responses/opinions of students 
At this stage, distributed questionnaires student opinion regarding 
the use of instructional Accounting Chess learning media. 
c.  Revision III 
Revision stage III based on feedback and suggestions from 
students. However, the inputs and suggestions from the previous 
validators are also considered to avoid the conflict with previous 
improvements. 
5. Evaluation Stage 
In the evaluation stage, the activities undertaken include: 
a.  Analysis of data from the product validation 
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At this stage of the analysis, the data obtained from the results of 
the the product feasibility assessment/validation by a material 
experts, media experts, and Accounting learning practitioners. 
b.  Analysis of the students' research instrument 
At this stage of the analysis of data obtained from the students to 
know the opinion/response to media students in Accounting Chess 
learning media. 
c.  The final product 
At this stage, after the validation and revision of the previous 
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D. Subject and  Object Research 
Subject trials involved is an expert instructional media, materials 
experts, Accounting learning practitioners (Accounting Teacher 
Vocational High School), and students of class XI AK2 in SMK Negeri 4 
Klaten. While the object of the research is the quality of instructional 
media covering material aspects, language aspects, aspects of learning, 
evaluation aspects, aspects of the display, and engineering aspects of the 
media. 
E. Data Collection Techniques 
1. Types of Data  
The data collected in this study include qualitative and quantitative 
data.  
a. Qualitative data is data on the development of instructional media 
in the form of criticism Accounting Chess and advice from media 
experts (Lecturer in Accounting Education Yogyakarta State 
University), a material (Lecturer in Accounting Education 
Education Yogyakarta State University), and Accounting learning 
practitioners (Teacher of Accounting in SMK Negeri 4 Klaten).  
b. Quantitative data is the core data in the form of research on 
learning media assessment data from media experts, materials 
experts, Accounting learning practitioners, as well as students' 




2. Data Collection Instrument  
The Instrument used to collect data in this research was a 
questionnaire. Questionnaire is a technique of data collection is done 
by giving a set of questions or a written statement to the respondent 
replied (Sugiyono, 2012: 199).  
Questionnaire was used to measure the feasibility of the media 
developed in terms of aspects of material, language, learning, visual 
display, and media engineering. Questionnaire on this development is 
used to obtain data from media experts, materials experts, Accounting 
learning practitioners, as well as students' response to the development 
of Accounting Chess.  
Here's a lattice instrument for media experts, material expert, 
Accounting learning practitioners, and students: 
 Table 1. Lattice instrument for Expert Material 
No Aspect Item 
Number 
Material Aspect 
1 Questions’ suitability with CS and BC 1 
2 Questions’ suitability with indicators 1 
3 Questions’ suitability with material 1 
4 Questions’ suitability the learning objectives 1 
5 The accuracy of the material in theory and 
concepts 
1 
6 Clarity of learning instructions 1 
7 The correctness of question concept 1 
8 Completeness of question coverage 1 
9 Variations of the questions 1 
10 The adequacy of the amount number of question 1 
11 Level of difficulty  1 
12 The accuracy of the answer key 1 
Aspects of Language 
13 The accuracy of the terms used 1 
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No Aspect Item 
Number 
14 The ease of questions  1 
15 Clarity of question description in the media 1 
Aspects of Learning 
16 The level of students' understanding of the 
media 
1 
17 Engage students to be active 1 
18 Encourage students to study independently 1 
19 Easy to learn and understand 1 
20 The effectiveness of the media in learning 1 
21 Interaction / collaboration among students 1 
Total Item Instruments 21 
Source : Roomi Satria Wahono (2006) 
 Table 2. Lattice instrument for Media Expert 
No Aspect Item 
Number 
Aspects of Language and Visual Display 
1 Communicative 1 
2 The accuracy of terms being used 1 
3 Font selection 1 
4 Font size 1 
5 Spacing / spaces (letters, lines, and characters) 1 
6 Readability of text 1 
7 Figures are interesting and relevant 1 
8 Display images presented 1 
9 Image proportions 1 
10 The layout  1 
11 The composition of colors 1 
12 Harmony of color selection 1 
13 The attractiveness of the design of instructional 
media 
1 
Aspects of Media Engineering 
14 Creative 1 
15 Innovative 1 
16 Effectiveness in usage 1 
17 Efficiency in development 1 
18 Reliability in use 1 
29 Easy to use 1 
20 Can be managed 1 
21 Careful selection of media 1 
22 Clarity instructions 1 
23 Can be reused 1 
Total Item Instruments 23 
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 Table 3. Lattice instrument for Accounting Learning Practitioners 
No Aspect Item 
Number 
Material aspect 
1 Questions’ suitability with CS and BC 1 
2 Questions’ suitability with indicators 1 
3 Questions’ suitability with material 1 
4 Questions’ suitability the learning objectives 1 
5 The accuracy of the material in theory and 
concepts 
1 
6 Clarity of learning instructions 1 
7 The correctness of question concept 1 
8 Completeness of question coverage 1 
 9 Variations of the questions 1 
10 The adequacy of the amount number of question 1 
11 Level of difficulty  1 
12 The accuracy of the answer key 1 
Aspect of Language 
13 The accuracy of the terms used 1 
14 The ease of questions  1 
15 Clarity of question description in the media 1 
Aspect of Learning 
16 The level of students' understanding of the media 1 
17 Engage students to be active 1 
18 Encourage students to study independently 1 
19 Easy to learn and understand 1 
20 The effectiveness of the media in learning 1 
21 Interaction / collaboration among students 1 
Aspects of Language and Visual Display 
22 Font size 1 
23 Readability of text 1 
24 Figures are interesting and relevant 1 
25 The attractiveness of the design of instructional 
media 
1 
Aspects of Media Engineering 
26 Creative 1 
27 Innovative 1 
28 Easy to use 1 
29 Can be managed 1 
30 Can be reused 1 
Total Item Instruments 30 




 Table 4. Lattice instrument for Students 





Reasoning an addition students 1,2 
The level of difficulty of 




The use of language in the 
media 
4, 5, 6 
Aspects of 
Learning 
Make use of independent media 
in learning 





Readability of text in the media 
The use of attractive images 
Packaging interesting media 




Easy to use 16, 17, 18 
 
Questionnaire is using a Likert scale with five alternative 
answers are very good, good, less good, bad, very bad (Eko Putro 
Widoyoko,2009:106). In order to obtain quantitative data, the five 
alternative answers given are very good score = 5, good = 4, enough = 
3, bad= 2, very bad = 1.  
   Table 5. Lattice Questionnaire for Students’ Motivation 
Indicators Numeral Classifier Total 
Assiduous in assignments 1,2,3* 3 
Diligent in facing difficulty 4,5 2 
Have an interest in the subject 6,7*,8 3 
Like to do something by themselves 9,10,11* 3 
Easily bored in daily assignments 12*,13*,14 3 
Able to stand for their argument 15,6,17 3 
Not easy to let their belief go 18,19,20* 3 
Like to find and solve the problems 21,22,23* 3 
Total  23 
* Number of negative item 




These questionnaires were given to students before and after 
the students used the media. There are 4 alternative answers, they are: 
SA (Strongly Agree), A (Agree), D (Disagree), and SD (Strongly 
Disagree). 
 
F. Data Analysis Techniques 
Data analysis is the process of systematically searching and 
compiling data obtained by interviews, field notes, and documentation by 
way of organizing data into categories, describe into the units, synthesize, 
organize into patterns, choose what is important and will be studied , and 
make inferences that can be easily understood by ourselves and others 
(Sugiyono, 2011: 335). 
1. Media Feasibility Data 
Data obtained from materials experts, media experts, teachers, 
and field trials based on questionnaire sheets were analyzed using 
descriptive analysis techniques performed using descriptive statistics. 
Descriptive statistics are statistics used to analyze the data by 
describing or depicting data that has been collected as without meaning 
to make valid conclusions umumdan generalization (Sugiyono, 2011: 
207). The results of data analysis are used as a basis for revising the 
media products developed. 
Feasibility of learning media assessment data obtained from the 
questionnaire that addressed from media experts, material experts, 
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Accounting learning practitioners, and students. The following is the 
steps of analysis: 
a. Change the qualitative to quantitative assessment with the following 
provisions: 
Table 6. Scoring Rules 
Classification  Score 




Very Bad 1 
Source : Eko Putro Widoyoko (2011:93) 
b. Calculate the value of the mean score for each indicator by the 
formula: 




ܺ	ഥ= average score, ∑ݔ = item field subject , ܰ = total score 
c. Interpreate qualitative number mean score for each aspect by using 
the 5 scale conversion formula as follows : 
Table 7. Score Conversion to Scale 5 
Score Interval Score Category 
5 ܺ	ഥ > 	 ܺ	ഥ ݅ + 1,80	ܵܤ݅ Very Good 
4 ܺ	ഥ ݅ + 0,60	ܵܤ݅ < ܺ ≤ ܺ	ഥ ݅ + 1,80	ܵܤ݅ Good 
3 ܺ	ഥ ݅ − 0,60	ܵܤ݅ < ܺ ≤ ܺ	ഥ ݅ + 0,60	ܵܤ݅ Enough 
2 ܺ	ഥ ݅ − 1,80	ܵܤ݅ < ܺ ≤ ܺ	ഥ ݅ − 0,60ܵܤ݅ Bad 
1 ܺ	ഥ ≤ 	ܺ	ഥ ݅ − 1,80	ܵܤ݅ Very Bad 
Source : Sukardjo (2006:53) 
Description : 




ܺ	ഥ i  = ideal mean 
 ½ (ideal max score+ideal min score) 
SDi = Ideal Standar Deviation 
 ଵ
଺
 (ideal max score - ideal min score) 
          Table 8. Conversion score of assesment result 
Score Interval Score Value  Category  
5 ܺ	ഥ > 	4,2 A Very Good 
4 3,4 < ܺ ≤ ܺ	ഥ ݅ + 4,2 B Good 
3 2,6 < ܺ ≤ 3,4 C Enough 
2 1,8 < ܺ ≤ 2,6 D Bad 
1 ܺ	ഥ ≤ 	1,8 E Very Bad 
 
2. Increasing data of Learning Motivation 
Students’ motivation improving data questionnaire is filled by 
students before and after use Accounting Chess. After that, data is 
analyzed followed these steps: 
a) Change qualitative score to be quantitative score with score criteria. 
  Table 9. Score Criteria in Study Motivation Questionnaire 
Criteria Score Positive Negative 
Strongly Agree 4 1 
Agree 3 2 
Disagree 2 3 
Strongly Disagree 1 4 
Taken from Suharsimi Arikunto (2010:195) 
 
b) After change qualitative score to be quantitative score with score 
criteria, it is measured with formula : 
Ideal Mean  = ½ (ideal max score+ideal min score) 
Ideal Standar Deviation = ଵ
଺
 (ideal max score - ideal min score) 
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High = X > (Mi + 1. SDi ) 
Middle = (Mi - 1. SDi ) < X ≤ (Mi + 1. SDi ) 
Low = X < (Mi - 1. SDi ) 
 Table 10. Score Conversion Guidance in Studying Motivation 
No Score Classifying 
1 X > (Mi + 1. SDi ) High 
2 (Mi - 1. SDi ) < X ≤ (Mi + 1. SDi ) Middle 
3 X < (Mi - 1. SDi ) Low 










RESEARCH RESULTS AND DISCUSSION 
 
A. Learning Media Product Development 
Research and Development of Accounting Chess is conducted through 
five stages, namely the development of ADDIE analysis stage, design stage, 
development stage, implementation stage and evaluation stage. The overall 
implementation of development procedures detailed in this study can be seen 
in the following description: 
1. Analysis Stage 
In the analysis stage, researcher conducted the analysis of the 
observation results with the Accounting teacher of SMK Negeri 4 Klaten. 
Observations indicate that the Accounting teacher class XI at SMK Negeri 
4 Klaten in the use of instructional media is still focused on the book, 
using the lecture method continuously, and not optimally used the media. 
The teacher is experiencing some difficulties in developing creative and 
engaging media. These problems include time constraints, limited funds, 
and limited knowledge of instructional media interest. Monotonous 
learning activities often make students get bored and do not pay attention 
to the teacher. The student will tend to chat with friends or they create the 
rowdy atmosphere in the class and even some students do another lessons’ 
homework. The learning conditions will make students passive and the 
expected fun learning atmosphere has not been materialized. The problems 
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in learning can be circumvented by creating innovative media and creative 
learning so that the students become active in following the lesson. 
After analyzing the results of the observations, the researcher 
designed an innovative and creative instructional media, namely 
Accounting Chess. Accounting Chess is a media that can be used by 
teachers as the concept of learning while playing so that the students 
become active in the Accounting subjects. Researcher conducted an 
analysis purposes and the development of product Accounting Chess 
learning media. Researcher analyzed whether the media was developed in 
accordance with the objectives of the development of media as one of the 
alternative media which can be used by teachers in teaching Accounting 
targeting the students class XI of SMK Negeri 4 Klaten of Accounting 
subject so that the students are actively involved in the learning process. 
The next activity in the analysis phase is to analyze the 
competence. Researcher analyzed the types of material which can be 
included in Accounting Chess media, because not all of the media was 
suitable for all materials. The researcher conducted an analysis of the 
syllabus of class XI Accounting at SMK Negeri 4 Klaten for the second 
semester after consulting with the supervisor and Accounting teacher 
SMK Negeri 4 Klaten. Based on the analysis, Basic Competency (BC) 
inventory  in the subjects of Financial Accounting is incorporated as 
material in Accounting Chess media. 
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After conducting an analysis of competence, the researcher 
conducted an analysis which included the translation of instructional Basic 
Competency (BC), which was at the stage of learning to be an indicator of 
competence analysis presented in the Accounting Chess media. Researcher 
focused on the manufacture of the problems which exist within 
Accounting Chess media on all the material in inventory. The last activity 
at the stage of the analysis is to study the feasibility and terms of 
development of new media. Terms of instructional media development 
involved the validation of this new media experts, materials expert, and 
accounting teachers of SMK Negeri 4 Klaten, then it was implemented on 
the students as targets for development. 
2. Design Stage 
a. Design of the Product Design 
The first activity at the design stage is to design Accounting 
Chess Media. This design planning needs 2 months from February 
2015 until March 2015. The design began with a search for references 
to other forms of media existing Accounting Chess and learned the 
rules of the game of chess that will be used to design the rules of the 
game in the Accounting Chess Media. Once the material on the 
subjects of Financial Accounting was set, the researcher began to 
design the Accounting Chess Media with Basic Competence Managing 
Inventory using Corel Draw X5. 
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Accounting Chess media product has a complete game tool that 
includes: 
a) A chessboard 
b) 32 chess pawn black and white 
c) 1 set of cards containing numbers 
d) 1 set of cards containing questions 
e)  1 sheet rules of the game 
f) 1 sheet of keys answers 
In the preparation of the Accounting Chess media, the game 
rule is similar to a chess game in general. There are only few 
modifications to the learning contained in Accounting. The game 
consists of three people for each group and start to run chess pawn and 
go beyond. If a player will take a pawn, his opponent are obliged to 
take a card available that contains questions on the Basic Competence 
Managing Inventory. Players must answer the question, if it is true 
then the player should take the pawn opponent, but if he lose the game 




Figure 3. Chess Media 
 




Figure 5. Accounting Chess Questions Design 
b. Preparation of Game Rules, Questions, and Answers 
At this stage, the questions listed in the media were compiled 
based on Chess Accounting Basic Competency (BC) Managing the 
Supply Card. The material was obtained from reference books used by 
teachers in teaching Accounting subject. There are 32 questions in 
total. 
c. Developing Product Assessment Instruments 
The last activity in the design stage is to develop the product 
assessment instruments. Instruments’ validation in this research is in the 
form of a questionnaire addressed to material experts (Lecturer in 
Accounting Education Program, Yogyakarta State University), media 
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experts (Lecturer in Accounting Education Program, Yogyakarta State 
University), Accounting teacher SMK Negeri 4 Klaten, and students as 
the targets of product implementation. Questionnaire for material 
expert consist of 12 items of the material aspect, 3 items aspects of 
language and 6 items aspects of learning. Questionnaire for media 
expert consists of 13 items aspects of language and visuals, as well as 
10 items of engineering aspects of the media. Questionnaires for 
Accounting teacher of SMK Negeri 4 Klaten includes 12 items of the 
material aspect, 3 items aspects of language, 6 items aspects of 
learning, 4 items aspects of language and visual display, and 5 items 
engineering aspects of the media. While the students response  
questionnaire consist of 3 items material aspects, 3 items aspects of 
language, 6 items aspects of learning, 3 items aspects of language and 
visual display, as well as 3 items engineering aspects of the media. 
3. Development Stage 
a. Product Making 
First stage of development activity is the manufacture of 
products completed with the necessary tools in accordance with the 
results of product design at the previous stage. Accounting Chess card 
size 2 x (8cm x 6 cm) was printed using 260 Ivory paper having a total 





b. Validation stage I 
Once the product is made then it gets the first validation by 
material expert and media expert. Feasibility measurement instruments 
for material expert and media expert are in the form of a questionnaire. 
Product validation is done to obtain feedback and further improvement 
of the feasibility of obtaining recognition products are developed. 
Validation product stage 1 is done by material expert and 
media expert. Assessment of material expert is covering material 
aspects, language aspects, and learning aspects. Material expert is 
selected based on the competence in the field of accounting, especially 
on the basic competence to manage inventory. Data assessment 
material aspects, language aspects, and learning aspects in Accounting 
Chess media is obtained by using a Likert scale questionnaire type 
with a scale of five. Material expert asked to learn the material along 
with the key questions and answers which will be used, then evaluate 
and comment on the questionnaire that has been provided. Material 
expert in the development of this research is a lecturer at Accounting 
Education of the Faculty of Economics in Yogyakarta State University, 
Mrs. Adeng Pustikaningsih, M.Si. She is chosen because she has 
competence in accordance with the subject of media development. 
In addition to assess the learning media, material expert also 
provides comments and suggestions. Comments and suggestions form 
the basis for improvement in the development of media. Thirty two 
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(32) items of questions were consulted to Mrs. Adeng Pustikaningsih, 
M.Si on Monday, 18 May 2015 with improvement suggestions 
regarding the completeness of the materials and the systematical 
format the materials. After the validation from the material expert, 
researcher asked the validation from media expert. 
Material expert provides comments or suggestions for 
improvement of media on the material contained in the Accounting 
Chess media. Comments and suggestions revision from the material 
expert as follows: 
(1) Completeness of the material is still lacking 
(2) Systematical format need to be revised. 
(3) It is expected that with interactive learning, students may be 
pleased to learn accounting. 
Based on comments and suggestions revision from the material 
expert, lecturer’s validation results showed "Deserves to be tested with 
appropriate suggested revision". 
Validation of products I is also conducted by media expert. 
Validation of media expert is covering aspects of language and visual 
appearance, and engineering aspects of the media. Media expert is 
selected from Accounting Education, namely Prof Sukirno, Ph.D. He 
is chosen as a media expert validator because of his competence to the 
field of accounting learning media. Data assessment aspects of 
language and visual appearance, and engineering aspects of the media 
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was obtained from a questionnaire with Likert scale with a scale of 
five. Media expert was asked to look and provide feedback on the 
media developed. 
In addition to assess the learning media, media expert also 
provides comments and suggestions. Comments and suggestions form 
the basis for improvement in the development of media. Accounting 
Chess completeness media tools along with the game were consulted 
to Prof. Sukirno, Ph.D on Friday on 24 April 2015 with a comment 
regarding the game instructions to be made more presentable margin. 
Media expert also provides comments and suggestions for developed 
media improvement. Media expert suggests the media improvements 
as follows: 
(1) The instructions Accounting Chess game should be made with 
Ivory paper. 
(2) Margin on Accounting Chess is trimmed. 
Based on comments and suggestions from media expert, 
researcher then performs improvement. Validation results from the 
lecturer showed "Deserves to be tested with appropriate suggested 
revision".  
c. Product Validation Stage II 
Once the product is validated by material expert (Accounting 
Education lecturer) and media expert (Accounting Education lecturer), 
the next step is to validate the accounting learning practitioner teacher 
57 
 
class XI in SMK Negeri 4 Klaten. Validation media using a 
questionnaire that has been developed in the previous stage. The 
questionnaire for teacher consists of material aspects, language 
aspects, learning aspects, aspects of language and visual appearance as 
well as engineering aspects of the media. This development study will 
be implemented in SMK Negeri 4 Klaten. 
In addition to provide validation of Accounting Chess learning 
media development, accounting learning practitioner also provides 
comments and suggestions that will be used as the basis for 
improvement of learning media. The comments include: 
(1) The font size as well as to be more carefully 
(2)  More carefully to write inventory materials. 
Based on comments and suggestions from accounting learning 
practitioner, researcher then performs improvement. Validation results 
from the lecturer showed "Deserves to be tested ".  
4. Implementation Stage 
Implementation was done by trying out the Accounting Chess 
media to Accounting XI grade students. Experiment was conducted with 
media Accounting  Chess and provided material supplies to students on 
Monday, May 18, 2015. Implementation of the product was done at SMK 
Negeri 4 Klaten which is located at Jl. Mataram No.05, Belangwetan, 
North Klaten Klaten 57 436 - Central Java. The implementation phase of 
this product was followed by 32 students in class XI AK2 on Tuesday, 
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May 19th, 2015 at 9:30 a.m.-11:00 pm. After implementation of products 
Accounting Chess, the students were asked to fill out the questionnaires 
that have been prepared by researcher. This questionnaire aims to 
determine the students' response to media developed Accounting Chess. 
5. Evaluation Stage 
In the evaluation stage, the researcher looked back at the 
achievement of the objectives of product development by analyzing the 
results of research instruments. Data obtained from research instruments is 
used to perform product evaluation. This evaluation phase is used to 
determine the feasibility of instructional media products in learning 
accounting. Chess product feasibility Accounting covers five aspects: the 
material, language aspects, learning aspects, aspects of visual display, as 




B. Eligibility of Accounting Chess Media Based on the Assessment of 
Material Expert, Media Expert, and Accounting Learning Practitioner 
In the assessment of the feasibility of the Accounting Chess media 
may use the following assessment standards: 
Table 11. Scoring Rules 
Classification  Score 




Very Bad 1 
Source : Eko Putro Widoyoko (2011:93) 
 
Table 12. Conversion score of assesment result 
Score Interval Score Value  Category   
5 ܺ	ഥ > 	4,2 A Very Good 
4 3,4 < ܺ ≤ ܺ	ഥ ݅ + 4,2 B Good 
3 2,6 < ܺ ≤ 3,4 C Enough 
2 1,8 < ܺ ≤ 2,6 D Bad 














1. Feasibility Assessment by the Accounting Chess Media Material Expert 
Assessment by the material expert on the material aspects can be 
seen in the following table: 
Table 13. Data Feasibility Assessment by the Accounting Chess Media Material 
Expert on Material Aspects 
No Aspect Score Category 
Material Aspect 
1 Questions’ suitability with CS and 
BC 5 Very Good 
2 Questions’ suitability with indicators 5 Very Good 
3 Questions’ suitability with material 5 Very Good 
4 Questions’ suitability the learning 
objectives 5 Very Good 
5 The accuracy of the material in 
theory and concepts 5 Very Good 
6 Clarity of learning instructions 4 Good 
7 The correctness of question concept 5 Very Good 
8 Completeness of question coverage 4 Good 
9 Variations of the questions 4 Good 
10 The adequacy of the amount number 
of question 4 Good 
11 Level of difficulty  4 Good 
12 The accuracy of the answer key 5 Very Good 
Total score 55 Very Good 
Average score 4,58 Very Good 
Source: Primary Data 
Based on the table above, the material aspects of the assessment by 
material expert get a total score of 55 with a mean score of 4.58. The  material 
aspects of the media Accounting Chess enter into the criteria of "Very Good". 
From 12 indicators on the material aspect, there are seven indicators having a 
score 5 in the category of "Very Good” and the five indicators having a score  
4 in the category of "Good ". 
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The next aspect is from material expert who assessed aspects of 
language. Assessment of material expert on aspects of language can be seen as 
follows: 
Table 14. Data Feasibility Assessment by the Accounting Chess Media Material 
Experts on Aspects of Language 
No Aspect Score Category 
Aspects of Language 
1 The accuracy of the terms used 
5 Very Good 
2 The ease of questions  5 Very Good 
3 Clarity of question description in the 
media 5 Very Good 
Total Score 15 Very Good 
Average Score 5 Very Good 
Source : Primary Data 
Based on the table above, the aspects of language assessment by 
material experts get a total score of 15 with a mean score of 5. If it is 
converted to determine the quality of Accounting Chess, the aspect of 
language on Accounting Chess enter into the criteria of "Very Good". From 3 











The last aspect from material expert assessment is aspects of learning. 
Assessment of material expert on aspects of learning can be seen as follows: 
Table 15. Data Feasibility Assessment by the Accounting Chess Media Materials 
Experts on Aspects of Learning 
No Aspect Score Category 
Aspects of Learning 
1 The level of students' understanding of 
the media 5 Very Good 
2 Engage students to be active 5 Very Good 
3 Encourage students to study 
independently 5 Very Good 
4 Easy to learn and understand 5 Very Good 
5 The effectiveness of the media in 
learning 5 Very Good 
6 Interaction / collaboration among 
students 5 Very Good 
Total Score 30 Very Good 
Average Score 5 Very Good 
Source : Primary Data 
 
Based on the table above, the material expert assessment aspects of 
learning get a total score of 30, with a mean score of 5. If it is converted to 
determine the quality of Accounting Chess, the learning aspect on 
Accounting Chess media into the criteria of "Very Good". From 6 indicators 










2. Accounting Chess Media Feasibility Assessment by Media Expert 
Results of the assessment aspects of language and visual display by 
media expert such as in the table below: 
Table 16. Data Feasibility Assessment Accounting Chess Media by Media 
Expert on Aspects of Language and Visual Display 
No Aspect Score Category 
Aspects of Language and Visual Display 
1 Communicative 4 Good 
2 The accuracy of terms being used 4 Good 
3 Font selection 4 Good 
4 Font size 4 Good 
5 Spacing / spaces (letters, lines, and 
characters) 4 Good 
6 Readability of text 4 Good 
7 Figures are interesting and relevant 4 Good 
8 Display images presented 3 Enough 
9 Image proportions 4 Good 
10 The layout  4 Good 
11 The composition of colors 4 Good 
12 Harmony of color selection 4 Good 
13 The attractiveness of the design of 
instructional media 4 Good 
Total Score 51 Good 
Average Score 3,92 Good 
Source : Primary Data 
Based on the table above, aspects of language and visual display from 
media experts get a total score of 51 with a mean of 3.92. In the assessment 
aspects of language and visuals, there are 13 indicators. From the 13 indicators 
on the aspects of language and visual display, there are 12 indicators having 
score 4 in the category of "Good" and 1 indicator having score 3 in the 
category of "Enough". 
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In addition to provide an assessment of the aspects of language and 
visuals, media expert also provides an assessment of the engineering aspects 
of the media. Media aspects of the assessment results are as follows: 
Table 17. Data Feasibility Assessment Accounting Chess Media by Media 
Experts on Engineering Aspects of Media 
No Aspect Score Category 
Engineering Aspects 
1 Creative 5 Very Good 
2 Innovative 5 Very Good 
3 Effectiveness in usage 4 Good 
4 Efficiency in development 4 Good 
5 Reliability in use 4 Good 
6 Easy to use 4 Good 
7 Can be managed 4 Good 
8 Careful selection of media 4 Good 
9 Clarity instructions 4 Good 
10 Can be reused 4 Good 
Total Score 42 Good 
Average Score 4,2 Good 
Source : Primary Data 
Based on the table above, it is the engineering aspects of the media by 
media experts get a total score of 42 with a mean of 4.2. In the assessment of 
engineering aspects of the media, there are 10 indicators. from 10 indicators 
on the engineering aspect, there are 2 indicators having score of 5 in the 








3. Feasibility Assessment Accounting  Chess Media by Accounting Learning 
Practitioners  
Assessment by Accounting Learning Practitioners in material aspects 
can be seen in the following table: 
Table 18. Data Feasibility Assessment Accounting Chess Media by Accounting 
Learning Practitioners in material aspects 
No Aspect Score Category 
Material Aspect 
1 Questions’ suitability with CS and BC 4 Good 
2 Questions’ suitability with indicators 4 Good 
3 Questions’ suitability with material 4 Good 
4 Questions’ suitability the learning 
objectives 4 
Good 
5 The accuracy of the material in theory 
and concepts 4 
Good 
6 Clarity of learning instructions 4 Good 
7 The correctness of question concept 4 Good 
8 Completeness of question coverage 4 Good 
9 Variations of the questions 4 Good 
10 The adequacy of the amount number of 
question 4 
Good 
11 Level of difficulty  5 Very Good 
12 The accuracy of the answer key 5 Very Good 
Total Score 50 Good 
Average Score 4,17 Good 
Source : Primary Data 
Based on the table above, the material aspects of the assessment by 
accounting learning practitioners get a total score of 50 with a mean score of 
4.17. If it is converted to know the quality of Accounting Chess, then the 
material aspects of the media Accounting Chess enter into the criteria of 
"Good". From the 12 indicators in the material aspect, there are 2 indicators 
having score 5 in the category of "Very Good” and 10 indicators having score 
4 in the category of "Good". 
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 Assessment by Accounting Learning Practitioners on aspects of 
language learning can be seen in the following table: 
Table 19. Data Feasibility Assessment Accounting Chess Media by Accounting 
Learning Practitioners at Aspect of Language 
No Aspect Score Category 
Aspect of Language 
1 The accuracy of the terms used 5 Very Good 
2 The ease of questions  5 Very Good 
3 
Clarity of question description in the 
media 5 
Very Good 
Total Score 15 Very Good 
Average Score 5 Very Good 
Source : Primary Data 
Based on the table above, aspects of language of accounting learning 
practitioners got a total score of 15 with a mean score of 5. Converted to 
determine the quality of accounting Chess, the aspect language on Chess 
Accounting enter into the criteria of "Very Good". From 3 indicators having 












Assessment of accounting learning practitioners in the aspects of 
learning can be seen as follows: 
Table 20. Data Feasibility Assessment Accounting Chess Media by Accounting 
Learning Practitioners the aspect of learning 
No Aspect Score Category 
Aspect of Learning 
1 
The level of students' understanding 
of the media 5 Very Good 
2 Engage students to be active 5 Very Good 
3 
Encourage students to study 
independently 4 Good 
4 Easy to learn and understand 4 Good 
5 
The effectiveness of the media in 
learning 3 Enough 
6 
Interaction / collaboration among 
students 5 Very Good 
Total Score 26 Very Good 
Average Score 4,33 Very Good 
Source : Primary Data 
Based on the above table, aspects of learning by accounting learning 
practitioners get a total score of 26, with a mean score of 4.33. If converted to 
know the quality of Accounting Chess, the aspects of learning on Accounting 
Chess media in the criteria of "Very Good". From 3 indicators on the aspects 
of learning having score 5 to in the category of "Very Good", 2 indicators 
having score 4 in the category of "Good", and 1 indicator having score 3 in the 







Results of the assessment aspects of language and visual display by the 
accounting learning practitioners as in the table below: 
Table 21. Data Feasibility Assessment Accounting Chess Media Accounting 
Learning Practitioners of Aspect Visual Display 
No Aspect Score Category 
Aspect Visual Display 
1 Font size 4 Good 
2 Readability of text 4 Good 
3 Figures are interesting and relevant 4 Good 
4 
The attractiveness of the design of 
instructional media 4 
Good 
Total Score 16 Good 
Average Score 4,00 Good 
Source : Primary Data 
Based on the table above, the assessment of aspects of visual display 
accounting learning practitioners get a total score of 16, with a mean of 4.00. 
In the assessment aspects of visual display, there are 4 indicators having score 
4 in the category of "Good". 
In addition to provide an assessment of the aspects of visual display, 
accounting learning practitioners also provide an assessment of the 










Table 22. Data Feasibility Assessment Accounting Chess Media Accounting 
Learning Practitioners in Engineering Aspects 
No Aspect Score Category 
Engineering Aspects 
1 Creative 4 Good 
2 Innovative 4 Good 
3 Easy to use 4 Good 
4 Can be managed 5 Very Good 
5 Can be reused 5 Very Good 
Total Score 22 Very Good 
Average Score 4,40 Very Good 
Source : Primary Data 
Based on the table above, the assessment of the engineering aspects of 
the media by accounting learning practitioners get a total score of 22, with a 
mean of 4.40. From 5 indicators on the engineering aspects of the media, there 
are 2 indicators having score 5 in the category of "Very Good" and 3 
indicators having score 4 in the category of "Good" 
C. Accounting Chess Media Feasibility Assessment based on students' 
responses 
The use of media such as Accounting Chess in  Accounting learning 
received a positive response from students. It can be seen from the aspect of 
material gain an average of 4.42 with the category of "Very Good", aspects of 
language gained an average of 4.14 with the categories "Good", aspects of 
learning gained an average of 4.45 with the category of "Very Good", aspects 
of visual display an average gain of 4.17 with the categories "Good", and 
engineering aspects of the media gained an average of 4.48 with the category 
of "Very Good". The aspects are recapitulated and obtaining a mean score of 
4.33 for all aspects and in the category of "Very Good". 
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 Tabel 23. Result Recapitulation of student Response each aspect 
Number Aspects Average Score 
1 Aspect of Material 4,42 
2 Aspect of Languange 4,14 
3 Aspect of Learning 4,45 
4 Aspect Of Visual Display 4,17 
5 Engineering Aspects 4,48 
Total score 4,33 
Category Very Good 
  Source: Primary Data 
D. Student’s Motivation in Learning 
After knowing the students' response to the media, the next is to know 
the motivation of students before and after the use of media in learning. 
Assessment instruments using a questionnaire with Likert scale with four 
alternative answers of which strongly agree, agree, disagree, strongly disagree. 
Questionnaires before and after using the media tested in class XI AK2 at 
SMK Negeri 4 Klaten with 32 students. 
To change qualitative score to be quantitative score, it is measured 
with formula: 
Ideal Mean  = ½ (ideal max score+ideal min score) 
   = ½ (92 + 23) 
   = 57,5 rounded 58 
Ideal Standar Deviation = ଵ
଺
 (ideal max score - ideal min score) 
      = ଵ
଺
 (92 – 23) 




High = X > (Mi + 1. SDi ) 
  = X > (58 + 1.12) 
  = X > 70 
Middle = (Mi - 1. SDi ) < X ≤ (Mi + 1. SDi ) 
  = (58 – 1.12) < X ≤ (58 + 1.12) 
  = 46 < X ≤ 70 
Low = X < (Mi - 1. SDi ) 
  = X < (58 – 1.12) 
  = X < 46 
1. Students’ Motivation Questionnaire before using Accounting Chess 
Tabel 24. Data Recapitulation Student Motivation before Using Media 
Number 
 




1 High X > 70 1 3 % 
2 Middle 46 < X ≤ 70 31 97 % 
3 Low X< 46 0 0 % 
Total  32 100% 
Source : Primary Data 
2. Students’ Motivation Questionnaire after using Accounting Chess 
    Tabel 25. Data Recapitulation Student Motivation after Using Media 
Number 
 




1 High X > 70 30 94 % 
2 Middle 46 < X ≤ 70 2 6 % 
3 Low X< 46 0 0 % 
Total  32 100% 
Source : Primary Data 
Based on the students' motivation known conversion table 
before using the media Accounting Chess get an average 97% in the 
category "Middle", after the students use media in Accounting Chess 
get an average of 94% in the category of "High". 
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E. Strengths and Weaknesses of the Media 
The final product is in the form of Accounting Chess with basic 
competence managing inventory. The advantages of Accounting Chess as a 
learning media include: 
1. The game is played in groups where they can help each other so that 
students are highly motivated because they are supported by their friends. 
2. Chess improves concentration and skills of students to solve problems. 
3.  Chess enhances students' creativity. 
4.  Chess improves students’ memory in receiving learning materials. 
However, several weakness are still found the product developed includes: 
1. The material used is limited to managing inventory cards. 
2. Time to implement Accounting Chess media still takes a long time. 
 
F. Limitations of the Study 
Limitations of this Accounting Chess study include: 
1. Accounting Chess Media is still in the level of development that is limited 
to the basic competence to manage inventory cards. 
2. Implementation of the media only piloted in one school is in SMK Negeri 




CONCLUSIONS AND SUGGESTIONS 
 
A. Conclusion 
Based on the results of the data discussion in Chapter IV, the 
development of this research can be concluded: 
1. Development of Accounting Chess learning media on the basic 
competence to manage inventory cards for class XI students of 
Accounting at SMK Negeri 4 Klaten has been developed in accordance 
with the development procedures of instructional media. Development 
procedures in this study consist of five development stages, namely: 1) 
the analysis stage, 2) the design stage, 3) the development stage, 4) the 
implementation stage, and 5) the evaluation stage. Stages of 
development are ranging from product manufacturing to validation by 
materials experts (Accounting Education lecturer), media expert 
(Accounting Education  lecturer), and Accounting learning practitioner 
of SMK Negeri 4 Klaten. Once the product was validated, then the 
product was implemented to the students of class XI AK2 of SMK 
Negeri 4 Klaten. 
2. The results of the validation by the material experts in measuring the 
feasibility of Accounting Chess learning media on the basic 
competence to manage inventory cards are as follows: 




b. Aspects of the language get a mean score of 5.00 in the category of 
"Very Good" 
c. Aspects of learning get a mean score of 5.00 in the category of 
"Very Good" 
3. The results of the validation by media experts in measuring the 
feasibility of Accounting Chess learning media on the basic 
competence to manage inventory cards are as follows: 
a. Aspects of Language and Visual Display get a mean score of 3.92 
in the category of "Good" 
b. Engineering aspects of the media get a mean score of 4.00 in the 
category of "Good". 
4. The results of the validation accounting learning practitioners in 
measuring the feasibility of Chess Accounting instructional media on 
the basic competence to manage inventory cards are as follows: 
a. Material aspects get a mean score of 4.17 in the category of 
"Good" 
b. Aspects of the language get a mean score of 5.00 in the category of 
"Very Good" 
c. Aspects of learning get a mean score of 4.33 in the category of 
"Very Good" 
d. Aspects of Language and Visual Display get a mean score of 4.00 
in the category of "Good" 
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e. Engineering aspects of the media get a mean score of 4.40 in the 
category of "Very Good". 
5. In the feasibility study, media on the basic competence to manage 
inventory cards based on the response validation students gain an 
average of 4.33, all aspects are included in the category of "Very 
Good". 
6. Motivation of the students increases from 97% to 94% moving from 
category of "Middle" to “High”. The data shows that the media can 
increase students' motivation. 
 
B. Suggestions 
Based on Accounting Chess media development research, some 
suggestions are put forward include: 
1. Accounting Chess Media can be used as an alternative media of 
learning by expanding the learning materials which are not focused on 
managing inventory. 
2. Accounting Chess Media can be developed by using wider sample 
testing to get better results. 
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b. Material Expert Validation Sheet 
c. Media Expert Validation Sheet 
d. Accounting Learning Practitioner Validation Sheet 
e. Student Validation Sheet 
f. Students’ Motivation Sheet before Using Accounting 
Chess 




SILABUS AKUNTANSI KEUANGAN 
 
Satuan Pendidikan :  SMK 
Bidang Keahlian :  Bisnis dan Manajemen 
Program Keahlian :  Keuangan 
Paket Keahlian  :  Akuntansi 
Kelas /Semester :  XI /2 
 
Kompetensi Inti: 
KI 1:  Menghayati dan mengamalkan ajaran agama yang dianutnya 
KI 2:  Menghayati dan mengamalkan perilaku jujur, disiplin, tanggungjawab, peduli (gotong royong, kerjasama, toleran, damai), santun, responsif dan pro-
aktifdan menunjukan sikap sebagai bagian dari solusi atas berbagai permasalahan dalam berinteraksi secara efektif dengan lingkungan sosial dan 
alam serta dalam menempatkan diri sebagai cerminan bangsa dalam pergaulan dunia. 
KI 3:  Memahami dan menerapkan pengetahuan faktual, konseptual, prosedural, dan metakognitif berdasarkan rasa ingin tahunya tentang ilmu 
pengetahuan, teknologi, seni, budaya, dan humaniora dalam wawasan kemanusiaan,  kebangsaan, kenegaraan, dan peradaban terkait penyebab 
fenomena dan kejadian dalam bidangkerja yang spesifik untuk memecahkan masalah. 
KI 4:  Mengolah, menyaji, dan menalar dalam ranah konkret dan ranah abstrak terkait dengan pengembangan dari yang dipelajarinya di sekolah secara 
mandiri, bertindak secara efektif dan kreatif, dan mampu melaksanakan tugas spesifik di bawah pengawasan langsung. 
 
Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
1.1.  Mensyukuri  karunia Tuhan Yang 
Maha Esa, atas pemberian amanah 
untuk mengelola administrasi 
keuangan entitas. 
1.2. Mengamalkan ajaran agama dalam 
memanfaatkan ilmu pengetahuan dan 
teknologi untuk menghasilkan 
informasi keuangan yang mudah 
dipahami, relevan, andal, dan dapat 
diperbandingkan. 
Akuntansi Persediaan: 
1. Pengertian persediaan 
2. Klasifikasi persediaan 
 Menurut PSAK no. 14 
(2007) 
 Menurut jenis perusahaan 
3. Sistem pencatatan persediaan 
 Sistem periodik 




mempelajari buku teks, bahan 




Merumuskan pertanyaan  untuk 








































2.1. Memiliki motivasi internal dan 
menunjukkan rasa ingin tahu dalam 
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Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
menemukan dan memahami 
pengetahuan dasar tentang komputer 
akuntansi. 
2.2. Menunjukkan perilaku jujur, disiplin, 
tanggungjawab, santun, responsif dan 
pro-aktif dalam berinteraksi secara 
efektif dalam lingkungan sosial sesuai 
dengan prinsip etika profesi bidang 
komputer akuntansi. 
2.3. Menghargai kerja individu dan 
kelompok serta mempunyai 
kepedulian yang tinggi dalam menjaga 
keselarasan lingkungan sosial, 
lingkungan kerja dan alam. 
 
 
Mengumpulkan data dan informasi 
tentang Akuntansi Persediaan 
 
Asosiasi 
 menganalisis dan menyimpulkan 
informasi tentang Akuntansi 
Persediaan 
 menyimpulkan keseluruhan materi 
 
Komunikasi 
Menyampaikan laporan tentang 
Akuntansi Persediaan dan mempre-







































3.1. Menjelaskan pengertian, klasifikasi dan 
sitem pencatatan persediaan. 
 
4.1 Mengidentifikasi klasifikasi persediaan 
dan sitem pencatatannya. 
 
1.1. Mensyukuri  karunia Tuhan Yang 
Maha Esa, atas pemberian amanah 
untuk mengelola administrasi 
keuangan entitas. 
1.2. Mengamalkan ajaran agama dalam 
memanfaatkan ilmu pengetahuan dan 
teknologi untuk menghasilkan 
informasi keuangan yang mudah 
dipahami, relevan, andal, dan dapat 
diperbandingkan. 
 
Sistem penilaian persediaan: 
1. Metode dalam penentuan nilai 




 Rata-rata sederhana 
 Rata-rata tertimbang 
 Identifikasi khusus 
2. Metode dalam penentuan nilai 
persediaan dalam sistem 
perpetual: 
Mengamati 
mempelajari buku teks, bahan 
tayang maupun sumber lain tentang 
sistem penilaian persediaan 
 
Menanya 
Merumuskan pertanyaan  untuk 




Mengumpulkan data dan informasi 
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Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
menemukan dan memahami 
pengetahuan dasar tentang komputer 
akuntansi. 
2.2. Menunjukkan perilaku jujur, disiplin, 
tanggungjawab, santun, responsif dan 
pro-aktif dalam berinteraksi secara 
efektif dalam lingkungan sosial sesuai 
dengan prinsip etika profesi bidang 
komputer akuntansi. 
2.3. Menghargai kerja individu dan 
kelompok serta mempunyai 
kepedulian yang tinggi dalam menjaga 
keselarasan lingkungan sosial, 
lingkungan kerja dan alam. 
 FIFO 
 LIFO 
 Rata-rata bergerak 
 
Asosiasi 
 menganalisis dan menyimpulkan 
informasi tentang sistem penilaian 
persediaan 
 menyimpulkan keseluruhan materi 
 
Komunikasi 
Menyampaikan laporan tentang 
sistem penilaian persediaan dan 
mempresentasikannya dalam bentuk 



































3.2. Menjelaskan metode-metode yang 
digunakan dalam menentukan nilai 
persediaan. 
 
4.2 Mengidentifikasi penggunaan metode 
dalam menentukan nilai persediaan. 
 
1.1. Mensyukuri  karunia Tuhan Yang 
Maha Esa, atas pemberian amanah 
untuk mengelola administrasi 
keuangan entitas. 
1.2. Mengamalkan ajaran agama dalam 
memanfaatkan ilmu pengetahuan dan 
teknologi untuk menghasilkan 
informasi keuangan yang mudah 
dipahami, relevan, andal, dan dapat 
diperbandingkan. 
Metode penilaian persediaan pada 
sistem periodik: 
1. Format kartu persediaan 
2. Perhitungan nilai persediaan 




 Rata-rata sederhana 
 Rata-rata tertimbang 
 Identifikasi khusus 
Mengamati 
mempelajari buku teks, bahan 
tayang maupun sumber lain tentang 




Merumuskan pertanyaan  untuk 
mengidentifikasi masalah metode 
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Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
menemukan dan memahami 
pengetahuan dasar tentang komputer 
akuntansi. 
2.2. Menunjukkan perilaku jujur, disiplin, 
tanggungjawab, santun, responsif dan 
pro-aktif dalam berinteraksi secara 
efektif dalam lingkungan sosial sesuai 
dengan prinsip etika profesi bidang 
komputer akuntansi. 
2.3. Menghargai kerja individu dan 
kelompok serta mempunyai 
kepedulian yang tinggi dalam menjaga 
keselarasan lingkungan sosial, 







Mengumpulkan data dan informasi 
tentang metode penilaian persediaan 
pada sistem periodik 
 
Asosiasi 
 menganalisis dan menyimpulkan 
informasi tentang metode 
penilaian persediaan pada sistem 
periodik 
 menyimpulkan keseluruhan materi 
 
Komunikasi 
Menyampaikan laporan tentang 
metode penilaian persediaan pada 
sistem periodik dan mempre-




















































3.3. Menjelaskan perhitungan nilai 
persediaan sistem pencatatan periodik 
untuk berbagai metode penilaian 
persediaan 
 
4.3 Menghitung nilai persediaan sistem 
pencatatan periodik untuk berbagai 
metode penentuan harga pokok. 
. 
1.1. Mensyukuri  karunia Tuhan Yang 
Maha Esa, atas pemberian amanah 
untuk mengelola administrasi 
keuangan entitas. 
1.2. Mengamalkan ajaran agama dalam 
memanfaatkan ilmu pengetahuan dan 
teknologi untuk menghasilkan 
informasi keuangan yang mudah 
dipahami, relevan, andal, dan dapat 
diperbandingkan. 
Metode penilaian persediaan pada 
sistem perpetual: 
1. Format kartu persediaan 
2. Perhitungan nilai persediaan 




 Rata-rata bergerak 
Mengamati 
mempelajari buku teks, bahan 
tayang maupun sumber lain tentang 




Merumuskan pertanyaan  untuk 
































Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
2.1. Memiliki motivasi internal dan 
menunjukkan rasa ingin tahu dalam 
menemukan dan memahami 
pengetahuan dasar tentang komputer 
akuntansi. 
2.2. Menunjukkan perilaku jujur, disiplin, 
tanggungjawab, santun, responsif dan 
pro-aktif dalam berinteraksi secara 
efektif dalam lingkungan sosial sesuai 
dengan prinsip etika profesi bidang 
komputer akuntansi. 
2.3. Menghargai kerja individu dan 
kelompok serta mempunyai 
kepedulian yang tinggi dalam menjaga 
keselarasan lingkungan sosial, 
















Mengumpulkan data dan informasi 
tentang metode penilaian persediaan 
pada sistem perpetual 
 
Asosiasi 
 menganalisis dan menyimpulkan 
informasi tentang metode 
penilaian persediaan pada sistem 
perpetual 
 menyimpulkan keseluruhan materi 
 
Komunikasi 
Menyampaikan laporan tentang 
metode penilaian persediaan pada 
sistem perpetual dan 
mempresentasikannya dalam bentuk 












































3.4. Menjelaskan perhitungan nilai 
persediaan sistem pencatatan 
perpetual untuk berbagai metode 
penentuan harga pokok. 
 
4.4 Menghitung nilai persediaan sistem 
pencatatan perpetual untuk berbagai 
metode penentuan harga pokok. 
 
1.1. Mensyukuri  karunia Tuhan Yang 
Maha Esa, atas pemberian amanah 
untuk mengelola administrasi 
keuangan entitas. 
1.2. Mengamalkan ajaran agama dalam 
memanfaatkan ilmu pengetahuan dan 
teknologi untuk menghasilkan 
informasi keuangan yang mudah 
Kewajiban/Utang Lancar: 
1. Pengertian utang lancar dan 
jenis-jenis utang lancar 
2. Pengukuran utang lancar 
3. Pencatatan utang-utang lancar: 
 Utang dagang 
 Utang wesel 
Mengamati 
mempelajari buku teks, bahan 






























Kompetensi Dasar Materi Pokok Pembelajaran Penilaian Alokasi Waktu 
Sumber 
Belajar 
dipahami, relevan, andal, dan dapat 
diperbandingkan. 
 Utang deviden 
 Utang pajak 
 Utang biaya (pos antisipasi 
pasif) 
 Utang Pendapatan (pos 
transitoris pasif) 
 Utang bonus 
 Utang lainnya. 
 





Mengumpulkan data dan informasi 
tentang Kewajiban/Utang Lancar 
 
Asosiasi 
 menganalisis dan menyimpulkan 
informasi tentang Kewajiban/ 
Utang Lancar 
 menyimpulkan keseluruhan materi 
 
Komunikasi 
Menyampaikan laporan tentang 
Kewajiban/Utang Lancar dan 
mempresentasikannya dalam bentuk 


















































2.1. Memiliki motivasi internal dan 
menunjukkan rasa ingin tahu dalam 
menemukan dan memahami 
pengetahuan dasar tentang komputer 
akuntansi. 
2.2. Menunjukkan perilaku jujur, disiplin, 
tanggungjawab, santun, responsif dan 
pro-aktif dalam berinteraksi secara 
efektif dalam lingkungan sosial sesuai 
dengan prinsip etika profesi bidang 
komputer akuntansi. 
2.3. Menghargai kerja individu dan 
kelompok serta mempunyai 
kepedulian yang tinggi dalam menjaga 
keselarasan lingkungan sosial, 
lingkungan kerja dan alam. 
3.5. Menjelaskan pengertian kewajiban/ 
utang lancar dan jenis-jenisnya serta 
pencatan jenis-jenis utang lancar. 










LEMBAR VALIDASI AHLI MATERI 
 
Judul Penelitian : The Development of Accounting Chess as a 
Learning Media to Improve Student Motivation 
in Accounting Skill Program Class XI SMK 
Negeri 4 Klaten Academic Year 2014/2015 
Sasaran Program : Siswa SMK kelas XI AK 2 
Mata Pelajaran : Akuntansi 
Peneliti : Larasati Puspaningrum 
Ahli Materi : 
 
Petunjuk : 
1. Lembar validasi ini dimaksudkan untuk mengetahui pendapat Bapak/Ibu 
selaku ahli materi terhadap kelayakan produk media pembelajaran Catur 
Akuntansi untuk siswa kelas XI Akuntansi SMK yang dikembangkan. 
2. Lembar validasi ini mencakup penilaian materi pada aspek materi, aspek 
bahasa,dan aspek pembelajaran dari media Catur Akuntansi yang 
dikembangkan. 
3. Pendapat, kritik, saran,penilaian, dan komentar Bapak/Ibu akan sangat 
bermanfaat untuk memperbaiki dan meningkatkan kualitas media 
pembelajaran Catur Akuntansi ini. 
4. Sehubungan dengan hal tersebut, dimohon Bapak/Ibu memberikan respon 
pada setiap pertanyaan dalam lembar kuesioner ini dengan memberi tanda 
(√ ) pada kolom angka. 
Keterangan Skala : 
5 = Sangat Baik 
4 = Baik 
3 = Kurang Baik 
2 = Tidak Baik 
1 = Sangat Tidak Baik 
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5. Komentar atau saran Bapak/Ibu dimohon dituliskan pada kolom yang telah 
disediakan. Atas kesediaan Bapak/Ibu untuk mengisi lembar validasi ini , 
saya ucapkan terimakasih. 
 
A. Penilaian Materi 
No Aspek Nilai 
1 2 3 4 5 
Aspek Materi 
1 Kesesuaian soal dengan SK dan KD      
2 Kesesuaian soal dengan indikator      
3 Kesesuaian soal dengan materi      
4 Kesesuaian soal dengan tujuan 
pembelajaran 
     
5 Ketepatan materi secara teori dan 
konsep 
     
6 Kejelasan petunjuk belajar      
7 Kebenaran konsep soal      
8 Kelengkapan cakupan soal      
 9 Variasi bentuk soal      
10 Kecukupan jumlah soal      
11 Tingkat kesulitan soal      
12 Ketepatan kunci jawaban dari soal      
Aspek Bahasa 
13 Ketepatan penggunaan istilah      
14 Bahasa soal mudah dipahami      
15 Kejelasan uraian soal dalam media      
Aspek Pembelajaran 
16 Tingkat pemahaman siswa terhadap 
media 
     
17 Melibatkan siswa untuk aktif      
18 Belajar mandiri      
19 Mudah dipelajari dan dipahami      
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20 Efektivitas media dalam pembelajaran      
21 Interaksi/ kerjasama antar siswa      
 
B. Kebenaran Materi 



































Lingkari pada nomor sesuai dengan kesimpulan 
1. Layak untuk diujicobakan 
2. Layak untuk diujicobakan dengan revisi sesuai dengan saran 












LEMBAR VALIDASI AHLI MEDIA 
 
Judul Penelitian : The Development of Accounting Chess as a 
Learning Media to Improve Student Motivation 
in Accounting Skill Program Class XI SMK 
Negeri 4 Klaten Academic Year 2014/2015 
Sasaran Program : Siswa SMK kelas XI AK 2 
Mata Pelajaran : Akuntansi 
Peneliti : Larasati Puspaningrum 
Ahli Media : 
 
Petunjuk : 
1. Lembar validasi ini dimaksudkan untuk mengetahui pendapat Bapak/Ibu 
selaku ahli media terhadap kelayakan produk media pembelajaran Catur 
Akuntansi untuk siswa kelas XI Akuntansi SMK yang dikembangkan. 
2. Lembar validasi ini mencakup penilaian materi pada aspek rekayasa 
media, aspek bahasa dan tampilan visual dari media Catur Akuntansi yang 
dikembangkan. 
3. Pendapat, kritik, saran,penilaian, dan komentar Bapak/Ibu akan sangat 
bermanfaat untuk memperbaiki dan meningkatkan kualitas media 
pembelajaran Catur Akuntansi ini. 
4. Sehubungan dengan hal tersebut, dimohon Bapak/Ibu memberikan respon 
pada setiap pertanyaan dalam lembar kuesioner ini dengan memberi tanda 
(√ ) pada kolom angka. 
Keterangan Skala : 
5   = Sangat Baik 
4   = Baik 
3   = Kurang Baik 
2   = Tidak Baik 
1 = Sangat Tidak Baik 
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5. Komentar atau saran Bapak/Ibu dimohon dituliskan pada kolom yang telah 
disediakan. Atas kesediaan Bapak/Ibu untuk mengisi lembar validasi ini , 
saya ucapkan terimakasih. 
 
A. Penilaian Media 
No Aspek Nilai 
1 2 3 4 5 
Aspek Bahasa dan Tampilan Visual 
1 Komunikatif      
2 Ketepatan penggunaan istilah      
3 Pemilihan font      
4 Ukuran huruf      
5 Pengaturan jarak/spasi (huruf, baris, 
dan karakter) 
     
6 Keterbacaan teks      
7 Gambar menarik dan relevan      
8 Tampilan gambar yang disajikan      
9 Proporsi gambar      
10 Tata letak (lay out)      
11 Komposisi warna      
12 Keserasian pemilihan warna      
13 Kemenarikan desain media 
pembelajaran 
     
Aspek Rekayasa Media 
14 Kreatif       
15 Inovatif      
16 Keefektifan dalam penggunaan      
17 Keefisienan dalam pengembangan      
18 Kehandalan dalam pemakaian      
29 Mudah digunakan       
20 Dapat dikelola      
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21 Ketepatan memilih media      
22 Kejelasan petunjuk      
23 Dapat digunakan kembali       
 
B. Kebenaran Materi 


































Lingkari pada nomor sesuai dengan kesimpulan 
1. Layak untuk diujicobakan 
2. Layak untuk diujicobakan dengan revisi sesuai dengan saran 














LEMBAR VALIDASI GURU 
 
Judul Penelitian : The Development of Accounting Chess as a 
Learning Media to Improve Student Motivation 
in Accounting Skill Program Class XI SMK 
Negeri 4 Klaten Academic Year 2014/2015 
Sasaran Program : Siswa SMK kelas XI AK 2 
Mata Pelajaran : Akuntansi  
Peneliti : Larasati Puspaningrum 
Guru : 
Petunjuk : 
1. Lembar validasi ini dimaksudkan untuk mengetahui pendapat Bapak/Ibu 
selaku guru Akuntansi SMK terhadap kelayakan produk media 
pembelajaran Catur Akuntansi untuk siswa kelas XI Akuntansi SMK yang 
dikembangkan. 
2. Lembar validasi ini mencakup penilaian materi pada aspek materi, aspek 
bahasa,dan aspek pembelajaran, aspek rekayasa media, aspek bahasa dan 
tampilan visual dari media Catur Akuntansi yang dikembangkan. 
3. Pendapat, kritik, saran,penilaian, dan komentar Bapak/Ibu akan sangat 
bermanfaat untuk memperbaiki dan meningkatkan kualitas media 
pembelajaran Catur Akuntansi ini. 
4. Sehubungan dengan hal tersebut, dimohon Bapak/Ibu memberikan respon 
pada setiap pertanyaan dalam lembar kuesioner ini dengan memberi tanda 
(√ ) pada kolom angka. 
Keterangan Skala : 
5 = Sangat Baik 
4    = Baik 
3    = Kurang Baik 
2    = Tidak Baik 
1   = Sangat Tidak Baik 
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5. Komentar atau saran Bapak/Ibu dimohon dituliskan pada kolom yang telah 
disediakan. Atas kesediaan Bapak/Ibu untuk mengisi lembar validasi ini , 
saya ucapkan terimakasih. 
 
A. Penilaian Materi dan Media 
No Aspek Nilai 
1 2 3 4 5 
Aspek Materi 
1 Kesesuaian soal dengan SK dan KD      
2 Kesesuaian soal dengan indikator      
3 Kesesuaian soal dengan materi      
4 Kesesuaian soal dengan tujuan 
pembelajaran 
     
5 Ketepatan materi secara teori dan 
konsep 
     
6 Kejelasan petunjuk belajar      
7 Kebenaran konsep soal      
8 Kelengkapan cakupan soal      
 9 Variasi bentuk soal      
10 Kecukupan jumlah soal      
11 Tingkat kesulitan soal      
12 Ketepatan kunci jawaban dari soal      
Aspek Bahasa 
13 Ketepatan penggunaan istilah      
14 Bahasa soal mudah dipahami      
15 Kejelasan uraian soal dalam media      
Aspek Pembelajaran 
16 Tingkat pemahaman siswa terhadap 
media 
     
17 Melibatkan siswa untuk aktif      
18 Belajar mandiri      
19 Mudah dipelajari dan dipahami      
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No Aspek Nilai 
1 2 3 4 5 
20 Efektivitas media dalam pembelajaran      
21 Interaksi/ kerjasama antar siswa      
Aspek Tampilan Visual 
22 Ukuran huruf      
23 Keterbacaan teks      
24 Gambar menarik dan relevan      
25 Kemenarikan desain media 
pembelajaran 
     
Aspek Rekayasa Media 
26 Kreatif      
27 Inovatif      
28 Mudah digunakan      
29 Dapat dikelola      
30 Dapat digunakan kembali      
 
B. Kebenaran Materi 






























Lingkari pada nomor sesuai dengan kesimpulan 
1. Layak untuk diujicobakan 
2. Layak untuk diujicobakan dengan revisi sesuai dengan saran 























LEMBAR PENDAPAT MEDIA OLEH SISWA 
 
Nama Siswa   : _________________________ 
Kelas    : _________________________ 
Sekolah   : _________________________ 
Judul Penelitian      : The Development of Accounting Chess as a 
Learning Media to Improve Student Motivation in 
Accounting Skill Program Class XI SMK Negeri 4 
Klaten Academic Year 2014/2015 
Sasaran Program : Siswa SMK kelas XI AK 2 
Mata Pelajaran : Akuntansi  
Peneliti : Larasati Puspaningrum 
 
Petunjuk : 
1. Lembar validasi ini dimaksudkan untuk mengetahui pendapat siswa  
terhadap kelayakan produk media pembelajaran Catur Akuntansi untuk 
siswa kelas XI Akuntansi SMK yang dikembangkan. 
2. Lembar validasi ini mencakup penilaian materi pada aspek materi, aspek 
bahasa,dan aspek pembelajaran, aspek rekayasa media, aspek bahasa dan 
tampilan visual dari media Catur Akuntansi yang dikembangkan. 
3. Pendapat, kritik, saran,penilaian, dan komentar siswa akan sangat 
bermanfaat untuk memperbaiki dan meningkatkan kualitas media 
pembelajaran Catur Akuntansi ini. 
4. Sehubungan dengan hal tersebut, dimohon siswa  memberikan respon pada 
setiap pertanyaan dalam lembar kuesioner ini dengan memberi tanda (√ ) 
pada kolom angka. 
Keterangan Skala : 
5       = Sangat Baik 
4    = Baik 
3    = Kurang Baik 
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2     = Tidak Baik 
      1    = Sangat Tidak Baik 
5. Komentar atau saran siswa dimohon dituliskan pada kolom yang telah 
disediakan. Atas kesediaan Saudara untuk mengisi lembar validasi ini , 
saya ucapkan terimakasih. 
A. Penilaian Materi dan Media 
No Aspek Nilai 
1 2 3 4 5 
Aspek Materi 
1 Kesesuaian soal dengan materi      
 2 Variasi bentuk soal      
3 Tingkat kesulitan soal      
Aspek Bahasa 
4 Ketepatan penggunaan istilah dalam 
media Catur Akuntansi 
     
5 Bahasa soal mudah dipahami dalam 
media Catur Akuntansi 
     
6 Kejelasan uraian soal dalam media 
dalam media Catur Akuntansi 
     
Aspek Pembelajaran 
7 Tingkat pemahaman siswa dalam 
penggunaan media Catur Akuntansi 
     
8 Melibatkan siswa untuk aktif dalam 
media Catur Akuntansi 
     
9 Belajar mandiri      
10 Media Catur Akuntansi mudah 
dipelajari dan dipahami 
     
11 Efektivitas media dalam pembelajaran      
12 Interaksi/ kerjasama antar siswa dalam 
penggunaan media Catur Akuntansi 
     
Aspek Tampilan Visual 
13 Keterbacaan teks media Catur 
Akuntansi 
     
14 Gambar menarik dan relevan      
15 Kemenarikan desain media 
pembelajaran 
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No Aspek Nilai 
1 2 3 4 5 
Aspek Rekayasa Media 
16 Mudah digunakan      
17 Dapat dikelola      


























ANGKET MOTIVASI SISWA SEBELUM MENGGUNAKAN MEDIA 
PEMBELAJARAN CATUR AKUNTANSI 
 
Nama  : ............................................................................................ 
Kelas  : ............................................................................................ 
No. Absen : ............................................................................................ 
 
Petunjuk pengisian angket: 
1. Isilah identitas Saudara dengan benar 
2. Perhatikan dengan seksama pertanyaan yang ada. 
3. Jawablah semua pertanyaan dengan memilih salah satu dari alternatif 
jawaban yang ada dengan tanda centang (√) pada kolom jawaban berikut: 
SS : Sangat Setuju 
S : Setuju 
TS : Tidak Setuju 
STS : Sangat Tidak Setuju 
4. Tidak diperkenankan untuk memberikan jawaban lebih dari satu dalam satu 
nomor. 
5. Jawablah sesuai dengan kondisi Saudara saat ini 
6. Jawaban Saudara tidak akan mempengaruhi nilai Saudara pada mata 
pelajaran kompetensi kejuruan. 
7. Atas kerjasama Saudara, saya ucapkan terima kasih. 
No Pernyataan Jawaban 
SS S TS STS 
1 Saya mengerjakan soal-soal Akuntansi 
yang diberikan guru dengan segera 
    
2 Saya tidak berhenti mengerjakan soal-soal 
Akuntansi jika belum selesai 
    
3 Saya mudah putus asa dalam mengerjakan 
soal-soal Akuntansi yang sulit 
    
4 Saya bertanya pada guru ketika ada 
penjelasan materi yang tidak dimengerti 
    
5 Saya berdiskusi dengan teman jika 
menemukan kesulitan saat mengerjakan 
soal-soal Akuntansi 





Pernyataan SS S TS STS 
6 Saya memperhatikan setiap penjelasan 
materi yang diberikan oleh guru 
    
7 Pada saat berdiskusi saya mengobrol diluar 
materi pelajaran  
    
8 Sebelum pelajaran dimulai saya sudah 
belajar terlebih dahulu  
    
9 Saya lebih senang mengerjakan soal-soal 
Akuntansi secara mandiri 
    
10 Saya tidak suka jika ada teman yang 
mencontek pada saat ulangan 
    
11 Saya mencontek pada saat mengerjakan 
soal-soal ulangan 
    
12 Saya bosan ketika mendengarkan ceramah 
guru secara terus menerus 
    
13 Saya malas mengikuti pelajaran Akuntansi 
yang menggunakan terlalu banyak latihan 
soal 
    
14 Saya bersemangat mengikuti pelajaran 
ketika guru menggunakan metode yang 
bervariasi 
    
15 Saya yakin atas jawaban soal-soal 
Akuntansi yang saya kerjakan  
    
16 Saya membuktikan jawaban saya benar atau 
salah ketika pekerjaan saya berbeda dengan 
teman 
    
17 Saya dapat menjelaskan argumen atas 
jawaban saya  
    
18 Saya menyampaikan pendapat saya ketika 
ada pendapat yang tidak sesuai dengan 
pemikiran saya 
    
19 Saya yakin dengan berlatih soal-soal akan 
membuat saya lebih memahami materi 
    
20 Saya mudah percaya dengan jawaban soal 
Akuntansi teman 
    
21 Saya berlatih mengerjakan soal-soal 
Akuntansi sampai saya bisa 
    
22 Saya mencari soal-soal yang lebih 
menantang untuk dikerjakan 
    
23 Jika tidak ada ulangan saya malas belajar 
Akuntansi  
    




ANGKET MOTIVASI SISWA SETELAH MENGGUNAKAN MEDIA 
PEMBELAJARAN CATUR AKUNTANSI 
 
Nama  : ............................................................................................ 
Kelas  : ............................................................................................ 
No. Absen : ............................................................................................ 
 
Petunjuk pengisian angket: 
1. Isilah identitas Saudara dengan benar 
2. Perhatikan dengan seksama pertanyaan yang ada. 
3. Jawablah semua pertanyaan dengan memilih salah satu dari alternatif 
jawaban yang ada dengan tanda centang (√) pada kolom jawaban berikut: 
SS : Sangat Setuju 
S : Setuju 
TS : Tidak Setuju 
STS : Sangat Tidak Setuju 
4. Tidak diperkenankan untuk memberikan jawaban lebih dari satu dalam satu 
nomor. 
5. Jawablah sesuai dengan kondisi Saudara saat ini 
6. Jawaban Saudara tidak akan mempengaruhi nilai Saudara pada mata 
pelajaran kompetensi kejuruan. 
7. Atas kerjasama Saudara,saya ucapkan terima kasih. 
 
No Pernyataan Jawaban 
SS S TS STS 
1 Dengan menggunakan media Catur Akuntansi 
saya mengerjakan soal-soal Akuntansi yang 
diberikan guru dengan segera  
    
2 Dengan menggunakan media Catur Akuntansi 
saya tidak berhenti mengerjakan soal-soal 
Akuntansi jika belum selesai 
    
3 Dengan menggunakan media Catur Akuntansi 
saya mudah putus asa dalam mengerjakan soal-
soal Akuntansi yang sulit  
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No Pernyataan SS S TS STS 
4 Dengan menggunakan media Catur Akuntansi 
saya bertanya pada guru ketika ada penjelasan 
materi yang tidak dimengerti 
    
5 Dengan menggunakan media Catur Akuntansi 
saya berdiskusi dengan teman jika menemukan 
kesulitan saat mengerjakan soal-soal Akuntansi 
    
6 Dengan menggunakan media Catur Akuntansi 
saya memperhatikan setiap penjelasan materi 
yang diberikan oleh guru 
    
7 Pada saat berdiskusi dengan menggunakan 
media Catur Akuntansi saya mengobrol diluar 
materi pelajaran  
    
8 Dengan menggunakan media Catur Akuntansi, 
sebelum pelajaran dimulai saya sudah belajar 
terlebih dahulu  
    
9 Dengan menggunakan media Catur Akuntansi 
saya lebih senang mengerjakan soal-soal 
Akuntansi secara mandiri 
    
10 Saya tidak suka jika ada teman yang 
mencontek pada saat ulangan 
    
11 Saya mencontek pada saat mengerjakan soal-
soal ulangan 
    
12 Saya bosan ketika mendengarkan ceramah guru 
secara terus menerus 
    
13 Dengan menggunakan media Catur Akuntansi  
saya malas mengikuti pelajaran Akuntansi yang 
menggunakan terlalu banyak latihan soal 
    
14 Saya bersemangat mengikuti pelajaran ketika 
guru menggunakan media Catur Akuntansi 
    
15 Dengan menggunakan media Catur Akuntansi  
saya yakin atas jawaban soal-soal Akuntansi 
yang saya kerjakan  
    
16 Dengan menggunakan media Catur Akuntansi 
saya membuktikan jawaban saya benar atau 
salah ketika pekerjaan saya berbeda dengan 
teman 
    
17 Dengan menggunakan media Catur Akuntansi 
saya dapat menjelaskan argumen atas jawaban 
saya  
    
18 Dengan menggunakan media Catur Akuntansi 
saya menyampaikan pendapat saya ketika ada 
pendapat yang tidak sesuai dengan pemikiran 
saya 
 





Pernyataan SS S TS STS 
19 Dengan menggunakan media Catur Akuntansi 
saya yakin dengan berlatih soal-soal akan 
membuat saya lebih memahami materi 
    
20 Dengan menggunakan media Catur Akuntansi 
saya mudah percaya dengan jawaban soal 
Akuntansi teman 
    
21 Dengan menggunakan media Catur Akuntansi 
saya berlatih mengerjakan soal-soal Akuntansi 
sampai saya bisa 
    
22 Dengan menggunakan media Catur Akuntansi 
saya mencari soal-soal yang lebih menantang 
untuk dikerjakan 
    
23 Dengan menggunakan media Catur Akuntansi  
saya belajar Akuntansi jika ada ulangan saja 
    
 































DATA OF ASSESSMENT RESULT 
 
a. Assessment Result by Material Expert 
b. Assessment Result by Media Expert 







Lampiran 2.2  
DATA HASIL VALIDASI AHLI MATERI 
ASPEK MATERI 
No Pernyataan Rerata Skor Kriteria 
Aspek Materi 
1 Kesesuaian soal dengan SK dan 
KD 5 Sangat Baik 
2 Kesesuaian soal dengan indikator 5 Sangat Baik 
3 Kesesuaian soal dengan materi 5 Sangat Baik 
4 Kesesuaian soal dengan tujuan 
pembelajaran 5 Sangat Baik 
5 Ketepatan materi secara teori dan 
konsep 5 Sangat Baik 
6 Kejelasan petunjuk belajar 4 Baik 
7 Kebenaran konsep soal 5 Sangat Baik 
8 Kelengkapan cakupan soal 4 Baik 
9 
Variasi bentuk soal 
4 Baik 
10 Kecukupan jumlah soal 4 Baik 
11 Tingkat kesulitan soal 4 Baik 
12 Ketepatan kunci jawaban dari 
soal 5 Sangat Baik 
Total Skor 55 Sangat Baik 







1 Ketepatan penggunaan istilah 
5 Sangat Baik 
2 Bahasa soal mudah dipahami 5 Sangat Baik 
3 Kejelasan uraian soal dalam media 5 Sangat Baik 
Total Skor 
15 Sangat Baik 
Rerata Skor 








1 Tingkat pemahaman siswa terhadap 
media 5 Sangat Baik 
2 Melibatkan siswa untuk aktif 5 Sangat Baik 
3 Belajar mandiri 5 Sangat Baik 
4 Mudah dipelajari dan dipahami 5 Sangat Baik 
5 Efektivitas media dalam 
pembelajaran 5 Sangat Baik 
6 Interaksi/ kerjasama antar siswa 5 Sangat Baik 
Total Skor 30 Sangat Baik 








Lampiran 3.2  
DATA HASIL VALIDASI AHLI MEDIA 




Aspek Bahasa dan Tampilan Visual 
1 Komunikatif 4 Baik 
2 Ketepatan penggunaan istilah 4 Baik 
3 Pemilihan font 4 Baik 
4 Ukuran huruf 4 Baik 
5 Pengaturan jarak/spasi (huruf, baris, dan 
karakter) 4 Baik 
6 Keterbacaan teks 4 Baik 
7 Gambar menarik dan relevan 4 Baik 
8 Tampilan gambar yang disajikan 3 Kurang Baik 
9 Proporsi gambar 4 Baik 
10 Tata letak (lay out) 4 Baik 
11 Komposisi warna 4 Baik 
12 Keserasian pemilihan warna 4 Baik 
13 Kemenarikan desain media pembelajaran 4 Baik 
Total Skor 51 Baik 

















Aspek Rekayasa Media 
1 Kreatif  5 Sangat Baik 
2 Inovatif 5 Sangat Baik 
3 Keefektifan dalam penggunaan 4 Baik 
4 Keefisienan dalam pengembangan 4 Baik 
5 Kehandalan dalam pemakaian 4 Baik 
6 Mudah digunakan  4 Baik 
7 Dapat dikelola 4 Baik 
8 Ketepatan memilih media 4 Baik 
9 Kejelasan petunjuk 4 Baik 
10 Dapat digunakan kembali  4 Baik 
Total Skor 42 Baik 








Lampiran 4.2  







1 Kesesuaian soal dengan SK dan KD 4 Baik 
2 Kesesuaian soal dengan indikator 4 Baik 
3 Kesesuaian soal dengan materi 4 Baik 
4 Kesesuaian soal dengan tujuan 
pembelajaran 4 Baik 
5 Ketepatan materi secara teori dan 
konsep 4 Baik 
6 Kejelasan petunjuk belajar 4 Baik 
7 Kebenaran konsep soal 4 Baik 
8 Kelengkapan cakupan soal 4 Baik 
9 Variasi bentuk soal 4 Baik 
10 Kecukupan jumlah soal 4 Baik 
11 Tingkat kesulitan soal 5 Sangat Baik 
12 Ketepatan kunci jawaban dari soal 5 Sangat Baik 
Total Skor 50 Baik 







1 Ketepatan penggunaan istilah 5 Sangat Baik 
2 Bahasa soal mudah dipahami 5 Sangat Baik 
3 Kejelasan uraian soal dalam media 5 Sangat Baik 
Total Skor 15 Sangat Baik 















Tingkat pemahaman siswa terhadap 
media 5 Sangat Baik 
2 Melibatkan siswa untuk aktif 5 Sangat Baik 
3 Belajar mandiri 4 Baik 
4 Mudah dipelajari dan dipahami 4 Baik 
5 Efektivitas media dalam pembelajaran 3 Kurang Baik 
6 Interaksi/ kerjasama antar siswa 5 Sangat Baik 
Total Skor 26 Sangat Baik 
Rerata Skor 4,33 Sangat Baik 
 
ASPEK TAMPILAN VISUAL 
No Pernyataan Rerata Skor Kriteria 
Aspek Tampilan Visual 
1 Ukuran huruf 4 Baik 
2 Keterbacaan teks 4 Baik 
3 Gambar menarik dan relevan 4 Baik 
4 
Kemenarikan desain media 
pembelajaran 4 Baik 
Total Skor 16 Baik 
Rerata Skor 4,00 Baik 
 
ASPEK REKAYASA MEDIA 
No Pernyataan Rerata Skor Kriteria 
Aspek Rekayasa Media 
1 Kreatif 4 Baik 
2 Inovatif 4 Baik 











Total Skor 22 
Sangat 
Baik 









KELOMPOK 1 :     
Kholisatul Fikroh 
Maretta Widyastuti 
Nur Choiriyah Muttaqin 
Itar Ertanawati 
KELOMPOK 6: 
Dian Wulan S 
Fatiati 
Supraningsih 





Nindita Nanda Nofiantika 
Retno Jumilah 
Yulianti Dewi Safitri 
KELOMPOK 3 : 
Mira Hidayati 
Susiati 




Wachidatul Sifa Fitriyani 
KELOMPOK 4: 
Diah Inna Latiffatussalam 
Diah Puri Sajiyanti 
Nuriklima Fadilah Fatin  
KELOMPOK 9: 
Defi Wahyu Saputri 
Vivi Suryaningsih 
Afur Rini A 
KELOMPOK 5: 
Anis Maryati 
Devita Kusumaning Saputri 
Ramah Harnung Setyawati 
KELOMPOK 10: 
Ika Dwi Mardaningsih 
Novi Utami 




















DATA FROM STUDENT 
 
a. Result Recapitulation of Students’ Response 
b. Students’ Motivation Learning Data 
c. Response Questioner Sheet 
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Students’ Motivation Data before Using Accounting Chess 
No Name Item Total Category 
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 
1 Afur Rini A 3 3 3 3 4 3 1 3 3 2 2 4 2 4 3 3 3 3 4 2 3 3 2 66 Middle 
2 Anis Maryati 4 4 1 4 4 3 1 3 4 4 1 2 1 4 3 3 3 3 4 2 4 3 1 66 Middle 
3 Betti Popiana 3 3 3 4 4 3 3 3 2 3 2 3 3 3 3 3 3 3 4 3 3 2 2 68 Middle 
4 Defi Wahyu Saputri 3 3 2 3 3 3 2 3 2 2 2 3 2 3 3 3 3 3 4 2 3 3 2 62 Middle 
5 Devita Kusumaning 
Saputri 
3 3 2 3 4 3 2 3 3 3 2 2 2 4 3 4 3 3 4 2 4 3 2 67 Middle 
6 Diah Inna Latiffatussalam 3 3 1 4 3 3 1 3 3 3 2 1 1 4 3 3 3 3 3 2 3 3 2 60 Middle 
7 Diah Puri Sajiyanti 3 3 2 3 3 3 2 3 3 3 1 2 2 3 4 3 3 3 3 2 3 3 2 62 Middle 
8 Dian Wulan Sari 3 3 2 4 4 3 2 3 3 4 1 2 2 3 3 4 3 3 3 2 3 3 2 65 Middle 
9 Fatiati Sholikhah 3 3 3 4 4 4 2 3 3 3 2 4 2 2 3 4 3 3 1 2 2 2 3 65 Middle 
10 Ika Dwi Mardaningsih 3 3 2 4 4 3 3 3 3 2 2 3 3 3 3 3 3 4 2 3 2 3 2 66 Middle 
11 Indah Utami Pangestika 3 3 2 3 3 3 2 3 3 2 2 2 2 3 3 3 3 3 3 2 3 3 2 61 Middle 
12 Itar Ertanawati 3 3 2 3 3 3 1 3 3 2 2 4 2 2 3 3 3 3 3 2 3 4 2 62 Middle 
13 Kholisatul Fikroh 3 3 3 4 4 3 1 3 3 4 1 4 2 3 3 3 3 4 3 2 2 3 3 67 Middle 
14 Leli Mustikasari 2 2 2 3 3 3 2 2 2 3 3 3 3 3 3 3 3 4 2 2 3 3 3 62 Middle 
15 Mami Widyawatik 3 3 2 4 3 4 2 3 3 3 2 3 2 3 4 4 3 4 3 2 3 3 2 68 Middle 
16 Maretta Widyastuti 3 3 2 4 4 3 3 3 2 2 2 3 2 3 3 4 3 3 3 2 3 3 2 65 Middle 
17 Mira Hidayati 3 3 2 4 4 3 2 3 3 3 2 2 2 3 4 2 3 3 3 1 3 3 2 63 Middle 
18 Miraida Pramesti 3 3 3 3 4 3 2 3 2 2 2 3 2 3 3 3 2 2 3 2 2 3 2 60 Middle 
19 Nana Yuliana 4 3 1 4 4 4 1 3 2 4 1 3 2 3 3 3 3 2 3 2 3 3 2 63 Middle 
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20 Nindita Nanda Nofiantika 3 4 2 4 4 4 2 3 2 4 2 3 2 2 3 3 3 2 2 2 2 3 2 63 Middle 
21 Novi Utami 2 3 4 3 3 3 3 1 1 2 3 1 2 3 3 2 3 3 3 3 2 2 3 58 Middle 
22 Nur Choiriyah Muttaqin 3 2 3 3 4 3 2 2 2 2 3 3 3 3 3 4 3 3 3 2 1 2 3 62 Middle 
23 Nuriklima Fadilah Fatin 3 3 3 4 4 3 2 3 2 3 2 3 2 2 3 2 3 3 3 2 3 3 2 63 Middle 
24 Ramah Harnung Setyawati 3 2 3 3 4 4 2 3 3 4 2 2 2 3 4 3 2 3 2 2 3 2 3 64 Middle 
25 Retno Jumilah 3 3 3 4 3 3 3 2 2 2 2 4 2 3 3 3 3 2 3 2 2 3 2 62 Middle 
26 Supraningsih 3 4 1 3 4 3 2 3 3 3 2 4 2 3 3 3 3 3 3 2 2 3 2 64 Middle 
27 Susiati 3 3 2 4 4 3 2 3 3 4 4 3 2 3 4 4 4 3 3 2 3 3 2 71 High 
28 Tia Sarariga Maruapay 3 2 3 3 3 3 2 2 3 4 2 4 3 2 3 3 3 2 2 2 2 2 3 61 Middle 
29 Vika Ari Ramadhani 3 4 2 4 4 4 2 3 3 3 1 3 2 3 4 3 3 3 3 2 2 3 2 66 Middle 
30 Vivi Suryaningsih 3 3 2 3 4 4 1 4 3 1 1 2 2 2 3 4 3 3 2 2 2 4 1 59 Middle 
31 Wachidatul Sifa Fitriyani 3 3 2 3 3 3 2 3 3 3 2 2 2 2 3 4 4 3 2 2 2 3 2 61 Middle 
32 Yulianti Dewi Safitri 4 3 2 4 3 3 2 3 3 3 2 3 2 3 4 3 3 3 3 3 3 3 1 66 Middle 
 Total 97 96 72 113 116 103 62 91 85 92 62 90 67 93 103 102 96 95 92 67 84 92 68 2038  








Students’ Motivation Data after Using Accounting Chess 
Number Name Item Total Category 
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 
1 Afur Rini A 4 4 4 3 4 3 4 3 3 4 3 1 4 4 4 4 3 3 4 3 3 3 4 79 High 
2 Anis Maryati 3 4 3 3 4 4 3 3 3 2 3 1 3 3 3 3 3 3 4 3 3 3 3 70 High 
3 Betti Popiana 4 3 2 4 4 3 3 3 4 3 3 2 3 4 3 3 3 3 4 3 3 3 3 73 High 
4 Defi Wahyu Saputri 3 4 2 4 3 3 3 3 2 3 3 2 3 3 3 4 3 3 4 3 3 3 3 70 High 
5 Devita Kusumaning Saputri 3 3 3 4 3 3 3 3 3 3 3 2 3 3 3 3 3 3 4 3 3 3 3 70 High 
6 Diah Inna Latiffatussalam 4 4 3 3 3 3 4 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 3 72 High 
7 Diah Puri Sajiyanti 4 3 3 3 4 4 3 3 2 3 4 3 3 4 3 3 3 3 4 4 4 4 4 78 High 
8 Dian Wulan Sari 3 3 3 4 3 3 3 3 3 3 3 2 3 3 3 3 3 3 4 3 3 3 3 70 High 
9 Fatiati Sholikhah 4 4 3 4 4 3 3 3 3 3 3 1 3 4 3 3 3 3 3 3 4 3 3 73 High 
10 Ika Dwi Mardaningsih 3 4 3 3 4 4 3 3 4 2 3 1 3 3 3 3 3 3 4 3 3 3 3 71 High 
11 Indah Utami Pangestika 4 4 4 3 4 4 4 3 2 4 4 1 4 3 3 4 3 3 4 4 4 3 4 80 High 
12 Itar Ertanawati 4 4 3 3 4 3 4 3 3 4 3 1 4 4 3 3 4 3 4 4 3 3 4 78 High 
13 Kholisatul Fikroh 3 3 3 3 4 3 4 2 3 4 4 2 3 4 3 3 3 3 4 2 3 3 2 71 High 
14 Leli Mustikasari 3 3 3 3 3 3 3 4 3 3 3 2 3 3 3 3 3 3 3 3 3 3 3 69 Middle 
15 Mami Widyawatik 3 4 4 4 4 4 4 3 2 4 4 1 3 4 3 3 3 3 4 3 4 3 3 77 High 
16 Maretta Widyastuti 4 4 4 3 4 4 4 3 3 4 4 1 3 4 3 3 3 3 3 4 4 3 4 79 High 
17 Mira Hidayati 4 3 3 4 4 3 4 3 2 2 3 3 3 3 3 2 3 3 3 3 3 3 3 70 High 
18 Miraida Pramesti 4 4 4 4 4 3 4 3 4 1 3 2 4 4 4 3 3 3 4 3 4 2 2 76 High 
19 Nana Yuliana 4 4 3 3 3 4 4 4 2 4 4 1 3 3 3 3 3 2 4 3 3 3 4 74 High 
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20 Nindita Nanda Nofiantika 4 3 3 3 4 4 3 3 2 1 3 1 3 4 4 3 3 3 3 3 3 3 3 69 Middle 
21 Novi Utami 4 4 3 3 4 3 4 3 4 3 3 3 4 4 4 4 3 3 4 3 3 2 3 78 High 
22 Nur Choiriyah Muttaqin 4 3 3 4 4 4 4 3 2 2 3 1 3 4 2 4 3 4 4 3 3 3 2 72 High 
23 Nuriklima Fadilah Fatin  4 4 3 4 4 4 4 4 2 3 4 2 4 4 3 3 4 4 4 4 4 4 4 84 High 
24 Ramah Harnung Setyawati 4 4 3 3 4 3 3 3 2 4 3 1 3 3 3 3 2 3 4 2 4 3 3 70 High 
25 Retno Jumilah 3 3 3 4 4 3 4 3 3 3 3 1 3 4 4 3 4 3 3 3 3 4 2 73 High 
26 Supraningsih 4 4 3 4 4 3 4 2 2 3 3 1 3 3 3 4 3 3 4 3 3 3 3 72 High 
27 Susiati 4 4 4 4 4 4 4 3 3 3 2 2 3 4 4 4 4 3 4 3 4 4 4 82 High 
28 Tia Sarariga Maruapay 3 4 3 4 4 4 4 3 2 4 3 1 3 4 3 3 3 3 4 3 4 3 3 75 High 
29 Vika Ari Ramadhani 4 4 3 4 3 3 3 3 2 3 3 2 3 4 3 3 3 4 4 3 4 3 3 74 High 
30 Vivi Suryaningsih 4 4 4 4 4 4 4 4 3 3 4 3 3 3 3 3 3 3 4 3 4 3 4 81 High 
31 Wachidatul Sifa Fitriyani 4 4 3 3 4 3 3 3 3 3 3 3 3 4 4 3 3 3 4 3 4 3 3 76 High 
32 Yulianti Dewi Safitri 4 3 3 4 4 3 4 4 3 3 3 3 3 4 3 3 3 4 4 3 4 3 3 78 High 
  Total 118 117 101 113 121 109 115 99 87 97 103 56 102 115 102 102 99 99 121 99 110 98 101 2384   








Students’ Response Data to Media 
Number Name Item      
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 Total Average Category  
1 Afur Rini A 4 4 5 4 4 4 5 5 5 5 4 5 4 4 5 5 5 5 82 4,56 Very Good 
2 Anis Maryati 4 5 4 4 5 5 5 5 5 5 5 5 4 4 4 5 5 5 84 4,67 Very Good 
3 Betti Popiana 4 5 4 3 3 3 4 4 5 4 3 5 4 3 3 5 4 5 71 3,94 Good 
4 Defi Wahyu Saputri 4 5 4 5 5 3 5 5 4 4 4 5 4 5 5 4 4 5 80 4,44 Very Good 
5 Devita Kusumaning Saputri 4 4 5 4 4 4 4 5 4 4 4 5 5 4 5 4 4 5 78 4,33 Very Good 
6 Diah Inna Latiffatussalam 4 4 4 4 4 4 4 4 5 4 4 4 4 4 4 4 4 5 74 4,11 Good 
7 Diah Puri Sajiyanti 5 5 4 4 5 4 4 4 4 4 4 5 4 4 4 4 4 4 76 4,22 Very Good 
8 Dian Wulan Sari 4 4 5 4 4 4 4 5 4 4 4 5 5 4 5 4 4 5 78 4,33 Very Good 
9 Fatiati Sholikhah 4 4 4 4 4 4 3 5 5 4 3 5 4 3 3 4 4 5 72 4,00 Good 
10 Ika Dwi Mardaningsih 4 5 4 4 5 5 4 5 5 5 5 5 4 4 4 5 5 5 83 4,61 Very Good 
11 Indah Utami Pangestika 5 5 5 4 4 4 5 5 5 5 4 5 4 4 5 5 5 5 84 4,67 Very Good 
12 Itar Ertanawati 4 5 5 4 4 4 5 5 4 5 5 5 4 4 5 5 5 5 83 4,61 Very Good 
13 Kholisatul Fikroh 4 4 4 4 4 4 4 4 4 4 4 5 4 4 4 4 4 4 73 4,06 Good 
14 Leli Mustikasari 4 4 4 4 4 4 3 4 4 4 4 4 4 4 4 4 4 4 71 3,94 Good 
15 Mami Widyawatik 5 5 5 4 4 4 5 5 4 5 4 5 4 4 5 5 5 5 83 4,61 Very Good 
16 Maretta Widyastuti 4 5 5 4 4 4 5 5 5 5 4 5 5 4 5 5 5 5 84 4,67 Very Good 
17 Mira Hidayati 5 4 4 4 3 4 4 5 4 4 4 5 4 4 4 4 4 4 74 4,11 Good 
18 Miraida Pramesti 5 4 4 4 5 4 4 5 4 5 4 5 4 3 5 3 4 5 77 4,28 Very Good 
19 Nana Yuliana 5 4 4 4 4 4 5 5 3 4 4 5 4 4 4 4 4 3 74 4,11 Good 
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20 Nindita Nanda Nofiantika 5 4 4 5 5 4 5 4 4 4 4 5 4 4 4 4 4 4 77 4,28 Very Good 
21 Novi Utami 5 5 4 4 5 4 5 5 5 5 5 5 5 5 5 5 5 5 87 4,83 Very Good 
22 Nur Choiriyah Muttaqin 4 4 4 4 4 5 4 4 4 4 5 4 4 3 4 5 4 4 74 4,11 Good 
23 Nuriklima Fadilah Fatin  4 5 5 5 4 4 4 5 5 4 5 5 5 4 5 4 4 4 81 4,50 Very Good 
24 Ramah Harnung Setyawati 5 5 4 5 5 5 4 5 4 4 4 5 4 4 5 5 5 5 83 4,61 Very Good 
25 Retno Jumilah 4 4 4 4 5 4 4 5 5 5 4 4 4 5 5 5 4 4 79 4,39 Very Good 
26 Supraningsih 4 5 4 4 4 4 4 5 4 4 5 5 4 4 5 5 4 4 78 4,33 Very Good 
27 Susiati 5 4 5 4 4 4 5 5 5 5 4 5 4 4 3 4 4 5 79 4,39 Very Good 
28 Tia Sarariga Maruapay 5 5 5 4 5 5 5 5 4 5 4 5 4 4 4 5 5 5 84 4,67 Very Good 
29 Vika Ari Ramadhani 5 5 4 4 4 4 4 5 4 4 4 4 4 4 5 4 4 5 77 4,28 Very Good 
30 Vivi Suryaningsih 4 5 4 4 3 4 3 4 5 4 3 4 4 4 5 4 4 5 73 4,06 Good 
31 Wachidatul Sifa Fitriyani 5 4 4 4 4 4 4 5 4 4 4 5 4 4 5 5 4 5 78 4,33 Very Good 
32 Yulianti Dewi Safitri 5 4 4 4 4 4 4 4 5 4 4 5 4 3 3 5 4 5 75 4,17 Good 
Total 142 144 138 131 135 131 137 151 141 140 132 154 133 126 141 143 138 149 2506 139,22   
Average 4,44 4,50 4,31 4,09 4,22 4,09 4,28 4,72 4,41 4,38 4,13 4,81 4,16 3,94 4,41 4,47 4,31 4,66 78,31 4,35 
Total each aspect 13,25 12,41 26,72 12,50 13,44 78,31 21,65 
Average Each Aspect 4,42 4,14 4,45 4,17 4,48   





























































MENGELOLA KARTU PERSEDIAAN 
 
A. Pengertian Persediaan 
Persediaan (inventory) dapat diartikan sebagai berikut : 
1. Barang-barang yang tersedia untuk dijual dalam kegiatan usaha normal. 
2. Barang dalam proses produksi, untuk diselesaikan. 
3. Barang dalam bentuk bahan atau perlengkapan (supplies) untuk digunakan dalam 
proses produksi atau pemberian jasa. 
B. Jenis-jenis Persediaan 
1. Persediaan di perusahaan dagang 
Transaksi yang berhubungan dengan persediaan barang dagangan dalam 
perusahaan dagang antara lain : 
a. Pembeliaan barang dagang, secara tunai maupun kredit. 
b. Penjualan barang dagang, secara tunai maupun kredit. 
c. Retur pembelian dan potongan harga. 
d. Retur penjualan dan potongan harga. 
e. Beban angkut pembelian. 
f. Perlakuan PPN dan PPnBM. 
Catatan : Untuk beban angkut penjualan tidak dimasukkan kedalam persediaan 
karena tidak mempengaruhi harga pokok barang. Beban angkut penjualan 
termasuk kedalam beban operasional. 
2. Persediaan di perusahaan manufaktur 
Ada tiga jenis persediaan di perusahaan manufaktur, yaitu : 
a. Persediaan bahan baku, adalah barang yang berwujud bahan baku yang akan 
diproses menjadi barang jadi atau setengah jadi. 
b. Persediaan barang dalam proses, adalah bahan yang telah diproses tetapi 
belum menjadi produk jadi. 
c. Persediaan barang jadi, adalah barang yang siap untuk dijual/dipasarkan. 
C. Penentuan Kepemilikan Barang 
1. Penghitungan Persediaan Fisik yang Ada di Perusahaan 
Penghitungan persediaan fisik ini meliputi aktivitas penjumlahan dan 
penimbangan atau pengukuran jumlah yang ada pada saat itu. Penghitungan 
secara akurat dapat dilakukan jika perusahaan tidak sedang menjual atau 
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menerima barang. Oleh karena itu, penghitungan fisik umumnya dilakukan pada 
saat perusahaan berhenti beroperasi. 
Untuk menghindari kesalahan dalam penghitungan fisik, perlu diperhatikan 
aspek-aspek pegendalian internal yang meliputi : 
a. Penghitungan harus dilakukan oleh karyawan yang tidak bertugas menyimpan 
persediaan. 
b. Harus ada kejelasan jumlah item persediaan dalam setiap kemasan. 
c. Harus dilakukan penghitungan ulang oleh pihak independen (pemeriksa 
independen). 
d. Setiap persediaan harus diberi label atau penomoran atau pengkodean 
sehingga memudahkan penghitungan. 
e. Harus ditunjuk seorang pengawas untuk menetapkan hasil akhir penghitungan 
fisik persediaan. 
2. Penentuan Kepemilikan Barang yang Ada dalam Perjalanan 
Kepemilikan barang ini sangat bergantung pada perjanjian jual beli yang telah 
disepakati antara penjual dengan pembeli. Ada dua macam perjanjian, yaitu : 
a. FOB Shipping Point, hak kepemilikan barang berpindah dari penjual ke 
pembeli pada saat barang keluar dari gudang penjual atau telah sampai pada 
perusahaan jasa pengiriman. Jadi, barang yang berada dalam perjalanan 
merupakan milik pembeli sehingga pembeli harus memasukkan barang 
tersebut dalam penghitungan fisik perusahaan. Beban angkut pembelian 
ditanggung oleh pembeli. 
b. FOB Destination, hak kepemilikan barang berpindah dari penjual ke pembeli 
pada saat barang sampai di gudang pembeli. Jadi, barang yang berada dalam 
perjalanan merupakan milik penjual sehingga penjual harus memasukkan 
barang tersebut dalam penghitungan fisik perusahaan. Beban angkut 
pembelian ditanggung oleh penjual. 
D. Sistem Pencatatan Persediaan 
Berdasarkan sistem pencatatannya, kartu persediaan terdiri dari dua macam, yaitu: 
1. Kartu persediaan sistem periodik, yaitu pada setiap akhir periode dilakukan 
perhitungan secara fisik untuk menentukan jumlah persediaan akhir. 
2. Kartu persediaan sistem perpetual, yaitu melakukan pembukuan atas persediaan 
secara terus menerus yaitu dengan membukukan setiap transaksi persediaan baik 
pembelian maupun penjualan.  
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Perlakuan akuntansi untuk sistem pencatatan persediaan periodik dan 
perpetual adalah sebagai berikut: 




1) Pembeli bukan Pengusaha Kena 
Pajak (non-PKP) 
      Pembelian (D) 
Utang Dagang (K) 
2) Pembeli Pengusaha Kena Pajak 
(PKP) 
Pembelian       (D) 
      PPN Masukan (D) 
Utang Dagang (K) 
1) Pembeli bukan Pengusaha Kena 
Pajak (non-PKP) 
         Persediaan (D) 
  Utang Dagang (K) 
2) Pembeli Pengusaha Kena Pajak 
(PKP) 
        Persediaan      (D) 
        PPN Masukan (D) 
              Utang Dagang (K) 
Penjualan barang 
secara kredit 
1) Penjual bukan Pengusaha Kena 
Pajak (non-PKP) 
Piutang Dagang (D) 
Penjualan     (K) 
2) Penjual Pengusaha Kena Pajak 
(PKP) 
Piutang Dagang (D) 
 Penjualan     (K) 
PPN Keluaran (K) 
1) Penjual bukan Pengusaha Kena 
Pajak (non-PKP) 
   Piutang Dagang (D) 
  Penjualan     (K) 
         HPP                  (D) 




2) Penjual Pengusaha Kena Pajak 
(PKP) 
  Piutang Dagang (D) 
    Penjualan     (K) 
             PPN Keluaran (K) 
       HPP                  (D) 
             Persediaan     (K) 
Terjadi pengembalian 
barang (Retur) 
1) Pembeli bukan Pengusaha Kena 
Pajak (non-PKP) 
Utang Dagang  (D) 
       Retur Pembelian    (K) 
2) Pembeli Pengusaha Kena Pajak 
(PKP) 
Utang Dagang  (D) 
       Retur Pembelian    (K) 
 PPN Masukan       (K) 
3) Penjual bukan Pengusaha Kena 
1) Pembeli bukan Pengusaha Kena 
Pajak (non-PKP) 
Utang Dagang  (D) 
       Persediaan(K) 
2) Pembeli Pengusaha Kena Pajak 
(PKP) 
Utang Dagang  (D) 
       Persediaan             (K) 
 PPN Masukan       (K) 
3) Penjual bukan Pengusaha Kena 
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Pajak (non-PKP) untuk mencatat 
harga jual  
Retur Penjualan       (D) 
 Piutang Dagang     (K) 
4) Pembeli Pengusaha Kena Pajak 
(PKP) untuk mencatat harga jual  
Retur Penjualan       (D) 
PPN Keluaran (D) 
 Piutang Dagang     (K) 
Pajak (non-PKP)  
Untuk mencatat harga jual : 
Retur Penjualan       (D) 
 Piutang Dagang     (K) 
Untuk mencatat harga pokok: 
Persediaan          (D) 
        HPP                     (K) 
4) Pembeli Pengusaha Kena Pajak 
(PKP)  
Untuk mencatat harga jual : 
Retur Penjualan       (D) 
PPN Keluaran (D) 
 Piutang Dagang     (K) 
Untuk mencatat harga pokok: 
Persediaan          (D) 
        HPP                     (K) 
 
E. Penilaian Persediaan Barang Dagang 
1. Penilaian dengan Sistem Fisik 
Dalam penilaian persediaan barang dagang dengan menggunakan sistem 
fisik terdapat 7 metode yaitu : 
a. Metode identifikasi khusus 
Identifikasi khusus biaya artinya biaya-biaya tertentu yang 
diatribusikan ke unit persediaan tertentu. Berdasarkan metode ini maka suatu 
entitas harus mengidentifikasikan barang yang dijual dengan tiap jenis dalam 
persediaan secara spesifik. Metode ini pada dasarnya merupakan metode yang 
paling ideal karena terdapat kecocokan  antara biaya dan pendapatan, tetapi 
karena dibutuhkan pengidentifikasian barang persediaan secara satu persatu , 
maka biasanya metode ini hanya diterapkan pada suatu entitas yang memiliki 
persediaan sedikit, nilainya inggi, dan dapat dibedakan satu sama lain. Dengan 
menggunakan metode identifikasi khusus maka penghitungan persediaan 
menggunakan sistem perpetual akan sama dengan penghitungan menggunakan 
sistem fisik. Hal ini karena dengan sistem identifikasi khusus nilai persediaan 
dikaitkan secara spesifik terhadap unit barang tertentu. Contoh dari entitas 
yang menggunakan metode ini adalah perusahaan yang menjual 
permata/perhiasan, barang antik/barang seni, mobil mewah, dan sebagainya. 
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b. Metode Rata-Rata Sederhana 
Dengan metode ini,harga rata-rata per satuan barang terlebih dahulu 
dihitung dengan cara membagi total harga per satuan setiap transaksi 
pembelian. Kemudian nilai persediaan barang diperoleh dari hasil perkalian 
harga rata-rata per satuan barang dengan sisa barang. 
c. Metode Rata-Rata Tertimbang 
Dalam metode ini bahwa barang yang dijual harus dibebani dengan 
harga pokok rata-rata, dimana rata-rata tersebut dipengaruhi atau ditimbang 
menurut jumlah unit yang diperoleh pada masing-masing harga. 
d. Masuk Pertama Keluar Pertama (MPKP) 
Metode penentuan persediaan yang didasarkan pada anggapan bahwa 
barang yang paling dulu dibeli (masuk) adalah yang paling dulu dijual 
(dikeluarkan). 
e. Masuk Terakhir Keluar Pertama (MTKP) 
Metode penentuan persediaan yang didasarkan pada anggapan bahwa 
barang yang dibeli terakhir, dianggap dijual paling dahulu.  
  Catatan : Dalam IFRS melarang penggunaan metode LIFO dalam perhitungan 
persediaan didalam penyusunan laporan keuangan karena menyebabkan harga 
pokok penjualan meningkat yang menyebabkan laba perusahaan menjadi 
kecil,dengan itu perusahaan membayar pajak menjadi kecil. Metode ini 
dilarang karena barang yang keluar terakhir dijual pertama menyebabkan 
barang yang pertama keluar dengan harga pokok penjualan lebih kecil dijual 
dengan harga yang sama. 
Dalam system pencatatan fisik, nilai persediaan barang pada akhir 
periode sering dihitung menggunakan metode taksiran. Metode tersebut 
kebanyakan digunakan oleh supermarket yang membuat laporan keuangan 
bulanan (interim), sehingga relative sulit dialkukan perhitungan barang secara 
fisik. Penerapan metode tersebut dapat dilakukan dengan metode laba 
kotor atau metode harga eceran. 
f. Metode Laba Kotor (Gross Profit Margin) 
Data yang diperlukan dalam penghitungan nilai persediaan akhir 
adalah; 
1) Hasil penjualan bersih pada periode yang bersangkutan. 
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2) Persentase laba kotor dari hasil penjualan bersih (biasanya diperoleh 
berdasarkan pengalaman pada periode-periode sebelumnya). 
g. Metode Harga Eceran (Retail Method) 
Metode ini didasarkan atas konsep adanya hubungan yang dekat dan 
konstan antara harga perolehan barang dengan harga jualnya. Untuk 
menerapkan metode ini diperlukan data-data berikut ini: 
 Harga jual seluruh barang yang disediakan selama satu periode 
menurut harga ecerannya 
 Jumlah penjualan yang telah terjadi dalam periode yang 
bersangkutan. 
Catatan   
Metode taksiran digunakan jika : 
1) Tidak ada data lengkap mengenai persediaan, catatan perpetual, dan 
sebagainya. 
2) Terjadi kebakaran atau musibah yang menyulitkan untuk menentukan 
nilai persediaan secara tepat, sehingga perlu adanya taksiran yang 
mendekati kenyataannya. 
3) Untuk menentukan keadaan persediaan secara berkala (setiap minggu 
atau setiap bulan). 
2. Penilaian dengan Sistem Perpetual 
Penilaian persediaan akhir dengan sistem persediaan perpetual dapat dilakukan 
dengan 3 metode yaitu : 
a. Metode Masuk Pertama Keluar Pertama (MPKP) 
b. Metode Masuk Terakhir Keluar Pertama (MTKP) 












PT permata yang menggunakan sistem Fisik dalam pencatatan persediaan 
barang, pada bulan Maret 2015 mempunyai data yang berhubungan dengan 
persediaan barang dagang sebagai berikut: 
Tanggal Keterangan Jumlah Barang Harga Satuan Jumlah Harga 
1 Maret Persediaan awal 4.000 unit Rp. 800 Rp. 3.200.000 
7 Maret  Penjualan 2.500 unit - - 
13 Maret Pembelian 4.000 unit Rp. 875 Rp. 3.500.000 
19 Maret Penjualan 5.000 unit - - 
22 Maret Pembelian 2.000 unit Rp. 900 Rp. 1.800.000 
26 Maret Penjualan 2.500 unit - - 
30 Maret Pembelian 5.000 unit Rp. 850 Rp. 4.250.000 
 
Hitunglah nilai persediaan akhir dengan menggunakan metode: 
1. Penilaian dengan sistem fisik dengan menggunakan : 
a. Metode Identifikasi Khusus (dengan persediaan yang masih ada pada 
tanggal 30 Maret sebesar 5.000) 
b. Metode Rata-Rata Sederhana 
c. Metode Rata-Rata Tertimbang 
d. Metode Masuk Pertama Keluar Pertama (MPKP) 
e. Metode Masuk Terakhir Keluar Pertama (MTKP) 
f. Metode Laba Kotor (Diasumsikan Penjualan bersih sebesar 10.000.000. 
barang tersedia untuk dijual sebesar Rp. 12.750.000. Laba Kotor 25 %) 
g. Metode Harga Eceran (Diasumsikan Taksiran harga jual persediaan awal 
sebesar Rp. 3.500.000. Taksiran harga jual pembelian Rp. 10.000.000. 
Taksiran harga jual untuk hasil penjualan yang terjadi Rp. 1.500.000) 
2. Penilaian dengan sistem perpetual dengan menggunakan : 
a. Metode Masuk Pertama Keluar Pertama (MPKP) 
b. Metode Masuk Terakhir Keluar Pertama (MTKP) 









1. Penilaian dengan sistem fisik dengan menggunakan : 
a. Metode Identifikasi Khusus 
Kuantitas persediaan = 15.000 unit – 10.000 unit = 5.000 unit terdiri dari 
   Pembelian tanggal 30 Maret = 5.000 x Rp. 850 = Rp. 4.250.000 
b. Metode Rata-Rata Sederhana 
Harga Rata-Rata per unit = 800+875+900+850 
     4 
 = Rp. 856,25 
Nilai persediaan barang pada tanggal 31 Maret 2015 adalah sebagai 
berikut : 
5.000 unit x Rp. 856,25 = Rp. 4.281.250 
c. Metode Rata-Rata Tertimbang 
 Harga Rata-Rata per unit = 12.750.000 
     15.000 
 = Rp. 850 
Nilai persediaan barang pada tanggal 31 Maret 2015 adalah sebagai 
berikut : 
5000 unit x Rp. 850= Rp. 4.250.000  
d. Metode Masuk Pertama Keluar Pertama (MPKP) 
Persediaan Awal      4.000 unit 
Pembelian tgl 13 Maret     4.000 unit 
Pembelian tgl 22 Maret     2.000 unit 
Pembelian tgl 30 Maret     5.000 unit + 
Total                                  15.000 unit 
Penjualan tgl 7 Maret         2.500  unit 
Penjualan tgl 19 Maret       5.000 unit 
Penjualan tgl 26  Maret       2.500 unit + 
 
 
Total                                  10.000 unit 
 
Persediaan akhir barang dagang sebesar 5.000 unit (15.000 unit – 10.000 unit). 
Nilai persediaan barang pada tanggal 31 Maret 2015 adalah sebagai berikut : 







e. Masuk Terakhir Keluar Pertama (MTKP) 
Persediaan Awal      4.000 unit 
Pembelian tgl 13 Maret     4.000 unit 
Pembelian tgl 22 Maret     2.000 unit 
Pembelian tgl 30 Maret     5.000 unit + 
Total                                  15.000 unit 
Penjualan tgl 7 Maret        2.500 unit 
Penjualan tgl 19 Maret       5.000 unit 
Penjualan tgl 26  Maret       2.500 unit + 
 
 
Total                                  10.000 unit 
Persediaan akhir barang dagang sebesar 5.000 unit (15.000 unit – 10.000 unit). 
Nilai persediaan barang pada tanggal 31 Maret 2015 adalah sebagai berikut : 
4.000 unit @Rp.800 (berasal dari harga persediaan awal ) =Rp.3.600.000 
1.000 unit @Rp. 875 (berasal dari Pembelian tgl 13 Maret)=Rp. 875.000 + 
  Rp. 4.475.000 
f. Metode Laba Kotor (Gross Profit Margin) 
Nilai persediaan akhir persediaan barang dagang bulan Maret 2015, 
sebagai berikut : 
Barang tersedia untuk dijual    Rp. 12.750.000 
Hasil penjualan bersih   Rp. 10.000.000 
Laba kotor : 
25% x  Rp. 10.000.000,00 Rp.  2.500.000– 
Harga pokok barang yang dijual   Rp. 12.500.000 – 
Nilai persediaan barang pada 30 Maret 2015  Rp. 250.000 
 
g. Metode Harga Eceran (Retail Method) 
Harga Pokok          Taksiran Harga Jual 
Persediaan awal Maret 2015 Rp. 3.200.000  Rp. 3.500.000 
Pembelian bersih   Rp. 9.550.000 + Rp. 10.000.000+ 
Persediaan barang untuk dijual Rp. 12.750.000 Rp. 13.500.000 
Hasil penjualan yang terjadi    Rp. 1.500.000 -  
Nilai persediaan barang pada 31 Maret 2015  Rp.  12.000.000 
Harga eceran persediaan akhir periode Rp. 12.000.000 
Rasio harga pokok persediaan barang untuk dijual dan taksiran harga jual 
seluruh barang menurut eceran = Rp. 12.750.000÷ Rp. 13.500.000x 100 % 
                  = 94,4 % 
Harga pokok persediaan barang akhir periode = 94,4% x Rp. 12.000.000 
       = Rp. 11.333.280 
Harga pokok penjualan = Rp. 12.750.000 - Rp. 11.333.280 






2.Penilaian dengan Sistem Perpetual 
a. Metode Masuk Pertama Keluar Pertama (MPKP) 
Tgl 
















Maret,1 - - - - - - 4.000 .800 3.200.000 
Maret,7 - - - 2.500 800 2.000.000 1.500 .850 1.275.000 












500 875 437.500 












- - - 
Maret,30 5.000 850 4.250.000 - -  5.000 850 4.250.000 
Jadi, nilai persediaaan barang dagang pada tanggal 30 Maret 2015 adalah 
Rp.4.250.000 
b. Metode Masuk Terakhir Keluar Pertama (MTKP) 
Tgl 
















Maret,1 - - - - - - 4.000 .800 3.200.000 
Maret,7 - - - 2.500 800 2.000.000 1.500 .850 1.275.000 












500 850 425.000 












- - - 
Maret,30 5.000 850 4.250.000 - -  5.000 850 4.250.000 





c. Metode Rata-rata Bergerak (Moving Average Method) 
Tgl 













Maret,1 - - - - - - 4.000 .800 3.200.000 
Maret,7 - - - 2.500 800 2.000.000 1.500 .800 1.200.000 
Maret,13 4.000 875 3.500.000 - - - 5.500 854,54 4.700.000 
Maret,19 - - - 5.000 854,54 4.272.700 500 854,54 427.300 
Maret,22 2.000 900 1.800.000 - - - 2.500 890,92 2.227.300 
Maret,26 - - - 2.500 890,92 2.227.300 - - - 
Maret,30 5.000 850 4.250.000 - - 
 
5.000 850 4.250.000 























1. Apa yang dimaksud dengan persediaan? 
2. Sebutkan transaksi yang berhubungan dengan persediaan barang dagangan dalam 
perusahaan dagang! 
3. Sebutkan tiga jenis persediaan di perusahaan manufaktur? 
4. Berdasarkan sistem pencatatannya, kartu persediaan terdiri dari dua macam. Apa saja? 
5. Sebutkan aspek-aspek pengendalian internal untuk menghindari kesalahan dalam 
penghitungan fisik diperusahaan! 
6. Dalam penentuan kepemilikan barang terdapat dua macam perjanjian, sebutkan! 
7. Dalam penilaian persediaan barang dengan menggunakan sistem fisik terdapat 7 
metode. Sebutkan! 
8. Pada tanggal 12 Desember 2014 dibeli barang dagang berupa X secara kredit dari PD. 
Sejahtera sebanyak 700 unit, dengan total harga pokok penjualan Rp. 1.000.000,00 dan 
syarat 3/10, n/30. Buatlah jurnal transaksi dengan menggunakan sistem pencatatan 
persediaan  fisik dan perpetual ! 
9. Pada tanggal 15 Desember 2014 dibayar biaya angkut pembelian Rp. 500.000,00. 
Buatlah jurnal transaksi dengan menggunakan sistem pencatatan persediaan  fisik dan 
perpetual ! 
10. Bagaimana sistem pencatatan persediaan periodik untuk pembelian barang secara kredit! 
11. Pada tanggal 20 Juli 2014 dibayar biaya angkut pembelian Rp. 500.000,00 dan dipotong 
PPh pasal 23 sebesar 2 %. Buatlah jurnal transaksi dengan menggunakan sistem 
pencatatan persediaan  perpetual ! 
12. Pada tanggal 11 Agustus 2014 dibeli secara kredit barang X dari PKP Toko Jaya 
sebanyak 700 unit, dengan harga pokok penjualan Rp. 50.000.000,00 ditambah dengan 
PPN 10% dan syarat 2/10,n/30. Buatlah jurnal transaksi dengan menggunakan sistem 
pencatatan persediaan  fisik! 
13. Pada tanggal 16 Agustus 2014 dikembalikan 20 unit barang X kepada Toko Jaya karena 
rusak. Harga barang yang dikembalikan Rp. 600.000,00 ditambah dengan PPN 10%. 
Buatlah jurnal transaksi dengan menggunakan sistem pencatatan persediaan  perpetual! 
14. Pada tanggal 18 April 2014 dijual 120 unit barang X secara kredit kepada Tn. Agus 
seharga Rp. 15.000.000,00 dengan syarat 2/10,n/30 (HPP per unit Rp.50.000,00) 
dikenakan PPN 10%. Buatlah jurnal transaksi dengan menggunakan sistem pencatatan 
persediaan  fisik! 
15. Diketahui data persediaan barang X pada bulan Juli 2014 adalah sebagai berikut : 
Tanggal Keterangan Jumlah Barang Harga Satuan Jumlah Harga 
1 Juli Persediaan awal 5.000 kg Rp. 1.000 Rp. 5.000.000 
6 Juli Pembelian 30.000 kg Rp. 1.500 Rp. 4.500.000 
10 Juli Pembelian 20.000 kg Rp. 2.000 Rp. 4.000.000 
13 Juli Pembelian 15.000 kg Rp. 2.500 Rp. 3.750.000 
20 Juli Pembelian 26.000 kg Rp. 3.000 Rp. 7.800.000 
25 Juli Pembelian 20.000 kg Rp. 3.400 Rp. 6.800.000 
27 Juli Pembelian 25.000 kg Rp. 2.000 Rp. 5.000.000 
Barang yang tersedia untuk dijual bulan Juli 2014 adalah 141.000 kg = Rp. 36.850.000. 
Setelah dilakukan penghitungan fisik atas sisa barang tanggal 31 Juli 2014, di gudang 
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masih tersedia barang X sebanyak 45.000 kg. Harga pokok barang tersebut bergantung 
pada metode penilaian persediaan barang dagang. 
Diminta : hitunglah HPP dengan menggunakan metode identifikasi khusus. Sisa barang 
X sebanyak 45.000 kg berasal dari kelompok : 
Persediaan Awal bulan juli 2014 5.000 kg 
Pembelian tanggal 10 Juli 2014 20.000 kg 
Pembelian tanggal 25 Juli 2014 20.000 kg 
16. Diketahui data persediaan barang X pada bulan Juli 2014 adalah sebagai berikut : 
Tanggal Keterangan Jumlah Barang Harga Satuan Jumlah Harga 
1 Juli Persediaan awal 5.000 kg Rp. 1.000 Rp. 5.000.000 
6 Juli Pembelian 30.000 kg Rp. 1.500 Rp. 4.500.000 
10 Juli Pembelian 20.000 kg Rp. 2.000 Rp. 4.000.000 
13 Juli Pembelian 15.000 kg Rp. 2.500 Rp. 3.750.000 
20 Juli Pembelian 26.000 kg Rp. 3.000 Rp. 7.800.000 
25 Juli Pembelian 20.000 kg Rp. 3.400 Rp. 6.800.000 
27 Juli Pembelian 25.000 kg Rp. 2.000 Rp. 5.000.000 
Barang yang tersedia untuk dijual bulan Juli 2014 adalah 141.000 kg = Rp. 36.850.000. 
Setelah dilakukan penghitungan fisik atas sisa barang tanggal 31 Juli 2014, di gudang 
masih tersedia barang X sebanyak 50.000 kg. Harga pokok barang tersebut bergantung 
pada metode penilaian persediaan barang dagang. 
Diminta : hitunglah HPP dengan menggunakan metode rata-rata (average method)! 
17. Diketahui data persediaan barang X pada bulan Juli 2014 adalah sebagai berikut : 
Tanggal Keterangan Jumlah Barang Harga Satuan Jumlah Harga 
1 Juli Persediaan awal 5.000 kg Rp. 1.000 Rp. 5.000.000 
6 Juli Pembelian 30.000 kg Rp. 1.500 Rp. 4.500.000 
10 Juli Pembelian 20.000 kg Rp. 2.000 Rp. 4.000.000 
13 Juli Pembelian 15.000 kg Rp. 2.500 Rp. 3.750.000 
20 Juli Pembelian 26.000 kg Rp. 3.000 Rp. 7.800.000 
25 Juli Pembelian 20.000 kg Rp. 3.400 Rp. 6.800.000 
27 Juli Pembelian 25.000 kg Rp. 2.000 Rp. 5.000.000 
Barang yang tersedia untuk dijual bulan Juli 2014 adalah 141.000 kg = Rp. 36.850.000. 
Setelah dilakukan penghitungan fisik atas sisa barang tanggal 31 Juli 2014, di gudang 
masih tersedia barang X sebanyak 45.000 kg. Harga pokok barang tersebut bergantung 
pada metode penilaian persediaan barang dagang. 
Diminta : hitunglah nilai persediaan barang dengan menggunakan penilaian dengan 
sistem fisik menggunakan metode Masuk Pertama Keluar Pertama (MPKP) ! 
18. Perusahaan X mengalami kebakaran. Berikut data estimasi kegiatan usaha suatu 
perusahaan selama bulan September 2014 : 
a. Penjualan bersih Rp. 200.000.000,00 
b. Barang tersedia untuk dijual Rp. 260.000.000,00 
c. Laba kotor tahun-tahun yang lalu rata-rata 25% dari penjualan bersih. 
Diminta : Hitunglah nilai persediaan dengan menggunakan metode laba kotor (gross 
profit margin)! 




20. PT. Prasasti merupakan distributor peralatan elektronik, khususnya kipas angin. Berikut 
ini merupakan data mutasi persediaan barang dagang yang terjadi selama bulan Agustus 
2014 : 
4 Agustus pembelian 200 unit kipas angin @ Rp. 500.000,00 
9 Agustus penjualan 80 unit kipas angin @ Rp. 600.000,00 
15 Agustus pembelian 90 unit kipas angin @ Rp. 550.000,00 
23 Agustus penjualan 140 unit kipas angin @ Rp. 650.000,00 
Diminta : Hitunglah nilai persediaan akhir pada kartu persediaan secara perpetual 
dengan menggunakan metode MPKP! 
21. Lengkapilah tabel berikut ini dengan angka yang tepat 
PT Melati 
Kartu Persediaan Barang 
Nama Barang : Meja     Metode : Moving Average 
Satuan  : Unit     Nomor Kartu : 
        Nomor Barang : A 01 
Tanggal Persediaan Masuk Persediaan Keluar Saldo 





6       100 50.000 .... 
8 120 45.000 ....    220 .... .... 
14    80 .... .... 140 .... .... 
 18 90 50.000 ....    230 .... .... 
 24    60 .... .... 170 .... .... 
 31    20 .... .... 150 .... .... 
 
22. Berikut adalah data  persediaan barang yang terjadi pada UD. Sejahtera periode 
Desember 2014 dengan nama barang mi instan. 
1 Desember  Persediaan 200 dus @45.000.000,00. 
12 Desember Faktur No.15 dari PT. Melati untuk pembelian 250 dus 
@46.000.000,00. 
18 Desember Faktur No. 40 dari PT. Mawar untuk pembelian 150 dus 
@46.500.000,00. 
23 Desember Faktur No. 47 dari PT. Anggrek untuk pembelian 270 dus 
@45.000.000,00. 
28 Desember Faktur No. 58 dari PT. Kamboja untuk pembelian 100 dus 
@46.500.000,00. 
Buatlah catatan mutasi barang mi instan pada bulan Desember 2014 dalam kartu 














Nama Barang : Mi instan 
No. Kode        : N.025 



















































Total 970  Rp. 44.275.000 Rp. 140.875.000 
Setelah diadakan penghitungan secara fisik, persediaan mi instan pada tanggal 31 
Desember 2014 adalah 350 dus. Hitunglah Harga Pokok Penjualan mi instan pada 
tanggal 31 Desember 2014 dengan menggunakan metode MTKP (LIFO)! 
24. Catatan mutasi barang mi instan pada bulan Desember 2014 dalam kartu persediaan 
adalah sebagai berikut : 
Kartu Persediaan 
UD. Sejahtera 
Nama Barang : Mi instan 
No. Kode        : N.025 



















































Total 970  Rp. 44.275.000 Rp. 140.875.000 
Setelah diadakan penghitungan secara fisik, persediaan mi instan pada tanggal 31 
Desember 2014 adalah 300 dus. Hitunglah Harga Pokok Penjualan mi instan pada 
tanggal 31 Desember 2014 dengan menggunakan metode MPKP (FIFO)! 
25. Toko Melati mencatat persediaan barang dengan menggunakan sistem fisik. Dari 
kegiatan usaha selama tahun 2014, diperoleh data sebagai berikut : 
Persediaan awal periode  Rp. 150.000,00 
Pembeliaan barang selama th 2014 Rp. 600.000,00 
Total penjualan selama th 2014 Rp. 700.000,00 
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Toko Melati memperhitungkan laba kotor sebesar 30% dari harga jual. Hitunglah nilai 
persediaan barang pada 31 Desember 2014 (akhir periode)! 
26. Diketahui : 
Harga Pokok  Taksiran Harga Jual 
 Persediaan awal Agustus 2014 Rp. 1.000.000,00 Rp. 1.500.000,00 
 Pembelian bersih   Rp. 8.000.000,00 + Rp. 10.500.000,00 + 
 Persediaan barang untuk dijual Rp. 9.000.000,00 Rp. 12.000.000,00 
 Hasil penjualan yang terjadi     Rp. 10.000.000,00 – 
 Nilai persediaan barang pada 31 Agustus 2014  Rp.  2.000.000,00 
 Hitunglah harga pokok penjualan dengan menggunakan metode harga eceran! 
27. Berikut adalah data persediaan barang dagang yang terjadi pada UD. Flamboyan periode 
Desember 2014. UD. Flamboyan menjual barang helm dengan merk A,B,C. Khusus 
data untuk helm A, berikut adalah data transaksinya : 
1 Desember Persediaan 50 unit @ Rp. 200.000,00 
8 Desember Faktur No. 20 dari PT. Maju untuk pembeliaan 70 unit @ Rp. 
210.000,00 
17 Desember Fotokopi faktur No.210 TB. Raya untuk penjualan 20 unit @ Rp. 
250.000,00 
22 Desember Faktur No. 11 dari PT. Bahagia untuk pembeliaan 40 unit @ Rp. 
220.000,00 
30 Desember Fotokopi faktur No. 221 TK. Mirota untuk penjualan 60 unit @ Rp. 
240.000,00 
Buatlah catatan mutasi barang dagang helm A dalam kartu persediaan dengan metode 
MPKP! 
28. Berikut adalah data persediaan barang dagang yang terjadi pada UD. Flamboyan periode 
Desember 2014. UD. Flamboyan menjual barang helm dengan merk A,B,C. Khusus 
data untuk helm A, berikut adalah data transaksinya : 
1 Desember Persediaan 50 unit @ Rp. 200.000,00 
8 Desember Faktur No. 20 dari PT. Maju untuk pembeliaan 70 unit @ Rp. 
210.000,00 
17 Desember Fotokopi faktur No.210 TB. Raya untuk penjualan 20 unit @ Rp. 
250.000,00 
22 Desember Faktur No. 11 dari PT. Bahagia untuk pembeliaan 40 unit @ Rp. 
220.000,00 
30 Desember Fotokopi faktur No. 221 TK. Mirota untuk penjualan 60 unit @ Rp. 
240.000,00 




29. Berikut adalah data persediaan barang dagang yang terjadi pada UD. Flamboyan periode 
Desember 2014. UD. Flamboyan menjual barang helm dengan merk A,B,C. Khusus 
data untuk helm A, berikut adalah data transaksinya : 
1 Desember Persediaan 50 unit @ Rp. 200.000,00 
8 Desember Faktur No. 20 dari PT. Maju untuk pembeliaan 70 unit @ Rp. 
210.000,00 
17 Desember Fotokopi faktur No.210 TB. Raya untuk penjualan 20 unit @ Rp. 
250.000,00 
22 Desember Faktur No. 11 dari PT. Bahagia untuk pembeliaan 40 unit @ Rp. 
220.000,00 
30 Desember Fotokopi faktur No. 221 TK. Mirota untuk penjualan 60 unit @ Rp. 
240.000,00 
Buatlah catatan mutasi barang dagang helm A dalam kartu persediaan dengan metode 
rata-rata bergerak (moving average)! 
30. Pada tanggal 10 November 2014 Tn. Ferdi mengembalikan 10 unit barang X yang 
dibelinya ke perusahaan. Harga barang yang dikembalikan sebesar Rp. 1.500.000,00. 
Buatlah jurnal transaksi dengan menggunakan sistem pencatatan persediaan fisik! 
31. Berikut catatan mutasi  persediaan barang X pada bulan November 2014 : 
Kartu Persediaan 
UD. Aneka 
Nama Barang : X 
No. Kode        : N.022 

























PT. Cemiwie  

























Total 960  Rp. 51.649.000 Rp. 162.467.000 
Setelah diadakan perhitungan secara fisik, persediaan barang X pada tanggal 30  
November 2014 adalah 400 dus. Hitunglah harga pokok penjualan dengan 












32. Berikut catatan mutasi  persediaan barang X pada bulan November 2014 : 
Kartu Persediaan 
UD. Aneka 
Nama Barang : X 
No. Kode        : N.022 

























PT. Cemiwie  

























Total 960  Rp. 51.649.000 Rp. 162.467.000 
Setelah diadakan perhitungan secara fisik, persediaan barang X pada tanggal 30  
November 2014 adalah 400 dus. Hitunglah harga pokok penjualan dengan 

























1. Persediaan (inventory) dapat diartikan sebagai berikut : 
a. Barang tersedia untuk dijual dalam kegiatan usaha normal. 
b. Barang dalam proses produksi, untuk diselesaikan. 
c. Barang dalam bentuk bahan atau perlengkapan (supplies) untuk digunakan 
dalam 
proses produksi atau pemberian jasa. 
2. Transaksi yang berhubungan dengan persediaan barang dagangan dalam perusahaan 
dagang antara lain : 
a. Pembeliaan barang dagang, secara tunai maupun kredit. 
b. Penjualan barang dagang, secara tunai maupun kredit. 
c. Retur pembelian dan potongan harga. 
d. Retur penjualan dan potongan harga. 
e. Beban angkut pembelian. 
f. Perlakuan PPN dan PPnBM. 
3. Ada tiga jenis persediaan di perusahaan manufaktur, yaitu : 
a. Persediaan bahan baku, adalah barang yang berwujud bahan baku yang akan 
diproses menjadi barang jadi atau setengah jadi. 
b. Persediaan barang dalam proses, adalah bahan yang telah diproses tetapi 
belum menjadi produk jadi. 
c. Persediaan barang jadi, adalah barang yang siap untuk dijual/dipasarkan. 
4. Berdasarkan sistem pencatatannya, kartu persediaan terdiri dari dua macam, yaitu : 
a. Kartu persediaan sistem periodik, yaitu pada setiap akhir periode dilakukan 
perhitungan secara fisik untuk menentukan jumlah persediaan akhir. 
b. Kartu persediaan sistem perpetual, yaitu melakukan pembukuan atas 
persediaan secara terus menerus yaitu dengan membukukan setiap transaksi 
persediaan baik pembelian maupun penjualan. 
5. Aspek-aspek pegendalian internal meliputi : 
a. Penghitungan harus dilakukan oleh karyawan yang tidak bertugas menyimpan 
persediaan. 
b. Harus ada kejelasan jumlah item persediaan dalam setiap kemasan. 
c. Harus dilakukan penghitungan ulang oleh pihak independen (pemeriksa 
independen). 
d. Setiap persediaan harus diberi label atau penomoran atau pengkodean 
sehingga memudahkan penghitungan. 
e. Harus ditunjuk seorang pengawas untuk menetapkan hasil akhir penghitungan 
fisik persediaan. 
6. Penentuan kepemilikan barang dalam perjalanan: 
a. FOB Shipping Point, hak kepemilikan barang berpindah dari penjual ke 
pembeli pada saat barang keluar dari gudang penjual atau telah sampai pada 
perusahaan jasa pengiriman. Jadi, barang yang berada dalam perjalanan 
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merupakan milik pembeli sehingga pembeli harus memasukkan barang 
tersebut dalam penghitungan fisik perusahaan. 
b. FOB Destination, hak kepemilikan barang berpindah dari penjual ke pembeli 
pada saat barang sampai di gudang pembeli. Jadi, barang yang berada dalam 
perjalanan merupakan milik penjual sehingga penjual harus memasukkan 
barang tersebut dalam penghitungan fisik perusahaan. 
7. Metode penilaian persediaan barang dengan sistem fisik meliputi: 
a. Metode identifikasi khusus, 
b. Metode rata-rata sederhana, 
c. Metode rata-rata tertimbang, 
d. MPKP(FIFO), 
e. MTKP (LIFO), 
f. Metode laba kotor, 
g. Metode harga eceran. 
8. Untuk sistem pencatatan persediaan fisik : 




              Utang Dagang  
(Mencatat transaksi pembelian 
kredit) 
 Rp. 1.000.000  
Rp. 1.000.000 
Untuk sistem pencatatan persediaan perpetual : 




              Utang Dagang  
 
 Rp. 1.000.000  
Rp. 1.000.000 
 
9. Untuk sistem pencatatan persediaan fisik : 




              Kas  
 Rp. 500.000  
Rp. 500.000 
Untuk sistem pencatatan persediaan perpetual : 




              Kas  
 
 Rp. 500.000  
Rp. 500.000 
 
10. Sistem pencatatan persediaan periodik untuk pembelian barang secara kredit, yaitu : 
a. Pembeli bukan Pengusaha Kena Pajak (non-PKP) 
Tanggal Keterangan Ref Debet Kredit 
a.  Pembelian 
              Utang Dagang 
 







b. Pembeli merupakan Pengusaha Kena Pajak (PKP) 
Tanggal Keterangan Ref Debet Kredit 
a.  Pembelian 
PPN Masukan 







11. Beban angkut pembelian  untuk sistem pencatatan persediaan perpetual : 




              Kas 
 Utang PPh ps. 23 (2%) 




12. Sistem pencatatan persediaan fisik : 





              Utang Dagang 






13. Sistem pencatatan persediaan perpetual 




             Persediaan 
              PPN Masukan 





14. Sistem pencatatan persediaan fisik : 




              Penjualan 







15. Nilai persediaan barang X pada tanggal 31 Juli 2014 adalah sebagai berikut : 
 5.000   kg @ Rp. 1.000 = Rp. 5.000.000 
20.000 kg @ Rp. 2.000 = Rp. 4.000.000 
20.000 kg @ Rp. 3.400 = Rp. 6.800.000  + 
       Rp. 15. 800.000 
Harga Pokok Penjualan :   
 Kuantitas Total 
Tersedia untuk dijual 141.000 kg Rp. 36.850.000 
Persediaan akhir 45.000 kg Rp. 15.800.000 
HPP 96.000 kg Rp. 21.050.000 
 
 
16. Metode rata-rata (average method) terdapat dua macam, yaitu : 
a) Metode rata-rata sederhana (simple average method) 
Harga rata-rata per kg = 1.000+1.500+2.000+2.500+3.000+3.400+2.000 
       7 
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    = 15.400 
         7 
 = 2.200 
Nilai persediaan barang X pada tanggal 31 Juli 2014 adalah sebagai berikut : 
50.000 kg x Rp. 2.200 = Rp. 110.000.000 
b) Metode rata-rata tertimbang (weighted average method) 
Harga rata-rata per kg = 
((5.000x1.000)+(30.000x1.500)+(20.000x2.000)+(15.000x2.500)+(26.000x3.000)
+(20.000x3.400)+(25.000x2.000)) / 141.000 
= Rp. 36.850.000 
              141.000 
    = Rp. 261,35 
Nilai persediaan barang X pada tanggal 31 Juli 2014 adalah sebagai berikut : 
50.000 kg x Rp. 261,35= Rp. 13.067.500 
 
17. Persediaan akhir barang dagang sebesar 45.000 kg dapat diasumsikan bahwa barang 
tersebut terdiri dari : 
20.000 kg dari pembelian tanggal 25 Juli 2014 
25.000 kg dari pembelian tanggal 27 Juli 2014 
Nilai persediaan barang X pada tanggal 31 Juli 2014 adalah sebagai berikut : 
 20.000 kg @ Rp. 3.400 = Rp. 6.800.000 
 25.000 kg @ Rp. 2.000 = Rp. 5.000.000 + 
        Rp. 11.800.000 
 
18. Nilai persediaan akhir persediaan barang dagang bulan September 2014, sebagai 
berikut : 
Barang tersedia untuk dijual     Rp. 260.000.000,00 
Hasil penjualan bersih   Rp. 200.000.000,00 
Laba kotor : 
25% x  Rp. 200.000.000,00  Rp.  50.000.000,00 – 
Harga pokok barang yang dijual    Rp. 150.000.000,00 – 
Nilai persediaan barang pada 30 September 2014  Rp. 110.000.000,00 
19. Penilaian persediaan akhir dengan sistem perpetual dapat dilakukan dengan tiga 
metode, yaitu : 
a. Metode Masuk Pertama Keluar Pertama (MPKP/ First In First Out) 
b. Metode Masuk Terakhir Keluar Pertama (MTKP/ Last In First Out) 







20.      KARTU PERSEDIAAN BARANG 
Nama Barang : Kipas Angin     Metode   : MPKP 
Satuan  : Unit      Nomor Kartu  : 
        Nomor Barang : 
Tanggal No. Bukti Persediaan Masuk Persediaan Keluar Saldo 






4  200 500. 000 100.000.000    200 500.000 100.000.000 
9     80 500. 000 40.000.000 120 500.000 60.000. 000 
15  90 550. 000 49.500.000    120 500.000 60.000. 000 
90 550. 000 49.500.000 
210  109.500.000 
23     120 500.000 60.000. 000 70 550. 000 38.500.000 
20 550. 000 11.000.000 
 




Tanggal Persediaan Masuk Persediaan Keluar Saldo 





6       100 50.000 5.000.000 
8 120 45.000 5.400.000    220 47.273 10.400.000 
14    80 47.273 3.781.840 140 47.273 6.618.160 
 18 90 50.000 4.500.000    230 48.340 11.118.160 
 24    60 48.340 2.900.400 170 48.340 8.217.760 
 31    20 48.340 966.800 150 48.340 7.250.960 
 
22. Catatan mutasi barang mi instan pada bulan Desember 2014 dalam kartu persediaan 
adalah sebagai berikut : 
Kartu Persediaan 
UD. Sejahtera 
Nama Barang : Mi instan 
No. Kode        : N.025 



















































Total 970  Rp. 44.275.000 Rp. 140.875.000 
 
23. Nilai persediaan pada tanggal 31 Desember 2014 adalah : 
Persediaan awal 200 dus x Rp. 45.000 = Rp. 9.000.000 
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F. 15   150 dus x Rp. 46.000 = Rp. 6.900.000 + 
         Rp. 15.900.000 
Harga pokok barang yang tersedia untuk dijual pada bulan Desember 2014 : 
Persediaan barang dagang yang tersedia untuk dijual Rp. 44.275.000 
Nilai persediaan pada tanggal 31 Desember 2014  Rp. 15.900.000 – 
        Rp. 28.375.000 
Jadi, harga pokok penjualan mi instan dalam bulan Desember 2014 adalah  
Rp. 28.375.000  
24. Nilai persediaan pada tanggal 31 Desember 2014 adalah : 
F. 58  100 dus x Rp. 46.500 = Rp. 4. 650.000 
F. 47  200 dus x Rp. 45.000 = Rp. 9.000.000 + 
        Rp. 13.650.000 
Harga pokok barang yang tersedia untuk dijual pada bulan Desember 2014 : 
Persediaan barang dagang yang tersedia untuk dijual Rp. 44.275.000 
Nilai persediaan pada tanggal 31 Desember 2014  Rp. 13.650.000 – 
        Rp. 30.625.000 
Jadi, harga pokok penjualan mi instan dalam bulan Desember 2014 adalah  
Rp. 30.625.000 
25. Barang tersedia untuk dijual     Rp. 750.000,00 
Hasil penjualan bersih  Rp. 700.000,00 
Laba kotor : 
 30% x Rp. 700.000,00 Rp. 210.000,00 –  
Harga pokok barang yang dijual    Rp. 490.000,00 – 
Nilai persediaan barang pada 31 Des 2014   Rp. 260.000,00 
 
26. Harga eceran persediaan akhir periode Rp. 2.000.000,00 
Rasio harga pokok persediaan barang untuk dijual dan taksiran harga jual seluruh 
barang menurut eceran = Rp. 9.000.000,00 ÷ Rp. 12.000.000,00 x 100 % 
    = 75 % 
Harga pokok persediaan barang akhir periode = 75% x Rp. 2.000.000,00 
      = Rp. 1.500.000,00 
Harga pokok penjualan = Rp. 9.000.000,00 - Rp. 1.500.000,00 




Tanggal No. faktur Persediaan Masuk Persediaan Keluar Saldo 





1        50 200.000 10.000.000 



































Tanggal No. faktur Persediaan Masuk Persediaan Keluar Saldo 





1        50 200.000 10.000.000 







































Tanggal No. faktur Persediaan Masuk Persediaan Keluar Saldo 





1        50 200.000 10.000.000 
8 F. 20 70 210.000 14.700.000    120 205.833 24.700.000 
17 CF. 210    20 205.833 4.116.660 100 205.833 20.583.340 
22 F. 11 40 220.000 8.800.000    140 209.881 29.383.340 
30 CF. 221    60 209.881 12.592.860 80 209.881 16.790.480 
 
30.  




              Piutang dagang 
 Rp. 1.500.000  
Rp. 1.500.000 
 
31. Nilai persediaan pada tanggal 30 November 2014 adalah : 
F. 58  70 dus x Rp. 54.800 = Rp. 3.836.000 
F. 47  290 dus x Rp. 54.200 = Rp. 15.718.000 
F. 40  40 dus x Rp. 55.000 = Rp. 2.200.000 + 
        Rp. 21.754.000 
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Harga pokok barang dagang X yang dijual dalam bulan November 2014 : 
Persediaan barang yang tersedia untuk dijual   Rp. 51.649.000 
Nilai persediaan pada tanggal 30 November 2014  Rp. 21.754.000 – 
Harga pokok penjualan barang X bulan November 2014 Rp. 29.895.000 
32. Nilai persediaan pada tanggal 30 November 2014 adalah : 
Persediaan awal 180 dus x Rp. 52.000 = Rp. 9.360.000 
F. 11   220 dus x Rp. 53.000 = Rp. 11.660.000 + 
         Rp. 21.020.000 
 
 
Harga pokok barang dagang X yang dijual dalam bulan November 2014 : 
Persediaan barang yang tersedia untuk dijual   Rp. 51.649.000 
Nilai persediaan pada tanggal 30 November 2014  Rp. 21.020.000 – 


















PETUNJUK PERMAINAN CATUR AKUNTANSI 
 
1. Pion (Pawn): Buah paling dasar dalam permainan (Anda memiliki 8 biji). Pada 
gerakan pertamanya, ia bisa bergerak ke depan satu atau dua kotak, namun hanya 
boleh maju satu kotak setelah itu. Pion hanya boleh menyerang bagian lain satu kotak 
secara diagonal darinya, dan tidak bergerak mundur. 
2. Benteng (Rook): Buah ini terlihat seperti menara istana. Ia bisa bergerak secara 
horizontal dan vertikal sejauh mungkin. Ia bisa menyerang buah yang berada di 
jalurnya. 
3. Kuda (Knight): Ini dilambangkan seekor kuda dan merupakan buah yang paling rumit. 
Ia bergerak dengan bentuk ‘L’ yang terdiri dari dua kotak horizontal lalu satu kotak 
vertikal, atau satu kotak horizontal dan dua kotak vertikal, ke arah manapun. Kuda 
merupakan “satu-satunya buah yang bisa melompati buah lain”. Ia hanya menyerang 
buah yang berada di kotak yang ditempatinya. 
4. Gajah (Bishop): Buah ini hanya bisa bergerak secara vertikal, namun bisa bergerak 
sejauh mungkin hingga menyerang. Ia berbentuk seperti topi menteri. 
5. Ratu (Queen): Ia merupakan buah yang paling berkuasa (biasanya memiliki mahkota 
yang lebih feminin). Ia bisa bergerak secara horizontal, vertikal, maupun diagonal 
sejauh mungkin dan menyerah dari arah tersebut pula. 
6. Raja (King): Ia hanya bisa bergerak satu kotak ke arah manapun dan menyerang 
dengan cara sama. Ia merupakan buah yang Anda “tidak ingin kehilangan 
bagaimanapun caranya”, karena itu akan membuat Anda kalah dalam  permainan. 
7. Apabila salah satu bidak catur ingin membunuh lawannya maka pemain terlebih 
dahulu wajib mengambil kartu yang tersedia dan menjawab pertanyaan. 
8. Jika jawaban salah, maka permainan dilempar ke pihak lawan .  
9. Waktu untuk menjawab pertanyaan  maksimal 5 menit. 
















  1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 
1 Pearson 
Correlation 
1 1,000 ,298 ,201 1,000 ,261 ,116 ,238 ,285 ,285 ,434 ,184 ,184 ,044 -,018 ,182 ,206 ,318 ,123 ,249 ,153 ,066 ,066 ,059 ,033 ,567 
Sig. (2-
tailed) 
  ,000 ,104 ,278 ,000 ,157 ,533 ,198 ,121 ,121 ,015 ,322 ,322 ,813 ,921 ,327 ,266 ,082 ,511 ,176 ,411 ,725 ,725 ,751 ,860 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
2 Pearson 
Correlation 
1,000 1 ,298 ,201 1,000 ,261 ,116 ,238 ,285 ,285 ,434 ,184 ,184 ,044 -,018 ,182 ,206 ,318 ,123 ,249 ,153 ,066 ,066 ,059 ,033 ,567 
Sig. (2-
tailed) 
,000   ,104 ,278 ,000 ,157 ,533 ,198 ,121 ,121 ,015 ,322 ,322 ,813 ,921 ,327 ,266 ,082 ,511 ,176 ,411 ,725 ,725 ,751 ,860 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
3 Pearson 
Correlation 
,298 ,298 1 ,225 ,298 -,004 -,261 ,510 ,445 ,445 ,234 ,168 ,168 ,057 ,127 ,004 -,030 -,111 ,203 ,203 -,237 ,030 ,030 ,076 ,189 ,366 
Sig. (2-
tailed) 
,104 ,104   ,224 ,104 ,984 ,156 ,003 ,012 ,012 ,206 ,367 ,367 ,762 ,496 ,984 ,873 ,553 ,274 ,274 ,199 ,874 ,874 ,686 ,308 ,043 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
4 Pearson 
Correlation 
,201 ,201 ,225 1 ,201 -,070 -,062 -,199 ,261 ,261 ,434 ,085 ,085 ,017 ,058 ,070 ,084 ,400 -,018 -,018 ,236 -,083 -,083 ,180 ,009 ,322 
Sig. (2-
tailed) 
,278 ,278 ,224   ,278 ,709 ,739 ,283 ,156 ,156 ,015 ,651 ,651 ,927 ,756 ,709 ,653 ,026 ,924 ,924 ,201 ,655 ,655 ,333 ,963 ,077 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
5 Pearson 
Correlation 
1,000 1,000 ,298 ,201 1 ,261 ,116 ,238 ,285 ,285 ,434 ,184 ,184 ,044 -,018 ,182 ,206 ,318 ,123 ,249 ,153 ,066 ,066 ,059 ,033 ,567 
Sig. (2-
tailed) 
,000 ,000 ,104 ,278   ,157 ,533 ,198 ,121 ,121 ,015 ,322 ,322 ,813 ,921 ,327 ,266 ,082 ,511 ,176 ,411 ,725 ,725 ,751 ,860 ,001 





,261 ,261 -,004 -,070 ,261 1 ,014 ,246 ,128 ,128 ,130 ,393 ,393 ,407 ,117 ,334 ,305 ,460 ,281 ,398 ,222 ,568 ,568 ,243 -,022 ,574 
Sig. (2-
tailed) 
,157 ,157 ,984 ,709 ,157   ,940 ,182 ,491 ,491 ,486 ,029 ,029 ,023 ,530 ,066 ,095 ,009 ,126 ,026 ,230 ,001 ,001 ,188 ,905 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
7 Pearson 
Correlation 
,116 ,116 -,261 -,062 ,116 ,014 1 -,084 ,073 ,073 ,206 ,079 ,079 ,103 -,361 -,305 -,181 -,063 -,108 ,226 -,069 -,114 -,114 -,147 -,233 -,014 
Sig. (2-
tailed) 
,533 ,533 ,156 ,739 ,533 ,940   ,652 ,697 ,697 ,267 ,672 ,672 ,581 ,046 ,095 ,330 ,737 ,564 ,221 ,711 ,543 ,543 ,430 ,206 ,940 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
8 Pearson 
Correlation 
,238 ,238 ,510 -,199 ,238 ,246 -,084 1 ,155 ,155 -,016 -,008 -,008 ,453 ,245 ,280 -,004 -,217 ,180 ,180 -,034 ,288 ,288 ,091 ,318 ,368 
Sig. (2-
tailed) 
,198 ,198 ,003 ,283 ,198 ,182 ,652   ,405 ,405 ,932 ,964 ,964 ,010 ,184 ,127 ,982 ,241 ,333 ,333 ,855 ,116 ,116 ,625 ,081 ,042 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
9 Pearson 
Correlation 
,285 ,285 ,445 ,261 ,285 ,128 ,073 ,155 1 1,000 ,271 ,345 ,345 ,191 -,114 -,242 ,350 ,441 ,235 ,496 ,182 ,013 ,013 ,255 -,179 ,524 
Sig. (2-
tailed) 
,121 ,121 ,012 ,156 ,121 ,491 ,697 ,405   ,000 ,140 ,057 ,057 ,304 ,542 ,189 ,054 ,013 ,202 ,005 ,327 ,946 ,946 ,167 ,335 ,002 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
10 Pearson 
Correlation 
,285 ,285 ,445 ,261 ,285 ,128 ,073 ,155 1,000 1 ,271 ,345 ,345 ,191 -,114 -,242 ,350 ,441 ,235 ,496 ,182 ,013 ,013 ,255 -,179 ,524 
Sig. (2-
tailed) 
,121 ,121 ,012 ,156 ,121 ,491 ,697 ,405 ,000   ,140 ,057 ,057 ,304 ,542 ,189 ,054 ,013 ,202 ,005 ,327 ,946 ,946 ,167 ,335 ,002 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
11 Pearson 
Correlation 





,015 ,015 ,206 ,015 ,015 ,486 ,267 ,932 ,140 ,140   ,108 ,108 ,398 ,972 ,333 ,860 ,122 ,480 ,090 ,775 ,902 ,902 ,754 ,813 ,004 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
12 Pearson 
Correlation 
,184 ,184 ,168 ,085 ,184 ,393 ,079 -,008 ,345 ,345 ,295 1 1,000 ,127 ,365 ,013 ,203 ,511 ,023 ,372 ,110 ,106 ,106 ,269 ,075 ,552 
Sig. (2-
tailed) 
,322 ,322 ,367 ,651 ,322 ,029 ,672 ,964 ,057 ,057 ,108   ,000 ,495 ,044 ,944 ,274 ,003 ,904 ,039 ,556 ,572 ,572 ,143 ,690 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
13 Pearson 
Correlation 
,184 ,184 ,168 ,085 ,184 ,393 ,079 -,008 ,345 ,345 ,295 1,000 1 ,127 ,365 ,013 ,203 ,511 ,023 ,372 ,110 ,106 ,106 ,269 ,075 ,552 
Sig. (2-
tailed) 
,322 ,322 ,367 ,651 ,322 ,029 ,672 ,964 ,057 ,057 ,108 ,000   ,495 ,044 ,944 ,274 ,003 ,904 ,039 ,556 ,572 ,572 ,143 ,690 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
14 Pearson 
Correlation 
,044 ,044 ,057 ,017 ,044 ,407 ,103 ,453 ,191 ,191 ,157 ,127 ,127 1 ,079 ,044 ,027 ,027 -,011 ,247 ,214 ,178 ,178 ,014 ,153 ,363 
Sig. (2-
tailed) 
,813 ,813 ,762 ,927 ,813 ,023 ,581 ,010 ,304 ,304 ,398 ,495 ,495   ,671 ,816 ,885 ,886 ,953 ,180 ,247 ,337 ,337 ,940 ,411 ,045 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
15 Pearson 
Correlation 
-,018 -,018 ,127 ,058 -,018 ,117 -,361 ,245 -,114 -,114 -,006 ,365 ,365 ,079 1 ,591 ,501 ,070 ,357 -,151 ,295 ,381 ,381 ,452 ,695 ,466 
Sig. (2-
tailed) 
,921 ,921 ,496 ,756 ,921 ,530 ,046 ,184 ,542 ,542 ,972 ,044 ,044 ,671   ,000 ,004 ,709 ,049 ,419 ,107 ,034 ,034 ,011 ,000 ,008 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
16 Pearson 
Correlation 
,182 ,182 ,004 ,070 ,182 ,334 -,305 ,280 -,242 -,242 ,180 ,013 ,013 ,044 ,591 1 ,423 -,004 ,425 -,046 ,191 ,614 ,614 ,359 ,714 ,483 
Sig. (2-
tailed) 
,327 ,327 ,984 ,709 ,327 ,066 ,095 ,127 ,189 ,189 ,333 ,944 ,944 ,816 ,000   ,018 ,984 ,017 ,808 ,304 ,000 ,000 ,047 ,000 ,006 





,206 ,206 -,030 ,084 ,206 ,305 -,181 -,004 ,350 ,350 ,033 ,203 ,203 ,027 ,501 ,423 1 ,377 ,727 ,131 ,544 ,533 ,533 ,748 ,345 ,641 
Sig. (2-
tailed) 
,266 ,266 ,873 ,653 ,266 ,095 ,330 ,982 ,054 ,054 ,860 ,274 ,274 ,885 ,004 ,018   ,037 ,000 ,483 ,002 ,002 ,002 ,000 ,058 ,000 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
18 Pearson 
Correlation 
,318 ,318 -,111 ,400 ,318 ,460 -,063 -,217 ,441 ,441 ,284 ,511 ,511 ,027 ,070 -,004 ,377 1 ,059 ,321 ,390 ,233 ,233 ,259 -,285 ,518 
Sig. (2-
tailed) 
,082 ,082 ,553 ,026 ,082 ,009 ,737 ,241 ,013 ,013 ,122 ,003 ,003 ,886 ,709 ,984 ,037   ,752 ,078 ,030 ,207 ,207 ,159 ,120 ,003 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
19 Pearson 
Correlation 
,123 ,123 ,203 -,018 ,123 ,281 -,108 ,180 ,235 ,235 ,132 ,023 ,023 -,011 ,357 ,425 ,727 ,059 1 ,326 ,092 ,581 ,581 ,675 ,434 ,555 
Sig. (2-
tailed) 
,511 ,511 ,274 ,924 ,511 ,126 ,564 ,333 ,202 ,202 ,480 ,904 ,904 ,953 ,049 ,017 ,000 ,752   ,073 ,624 ,001 ,001 ,000 ,015 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
20 Pearson 
Correlation 
,249 ,249 ,203 -,018 ,249 ,398 ,226 ,180 ,496 ,496 ,309 ,372 ,372 ,247 -,151 -,046 ,131 ,321 ,326 1 -,224 ,310 ,310 -,015 ,038 ,485 
Sig. (2-
tailed) 
,176 ,176 ,274 ,924 ,176 ,026 ,221 ,333 ,005 ,005 ,090 ,039 ,039 ,180 ,419 ,808 ,483 ,078 ,073   ,226 ,090 ,090 ,937 ,838 ,006 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
21 Pearson 
Correlation 
,153 ,153 -,237 ,236 ,153 ,222 -,069 -,034 ,182 ,182 ,054 ,110 ,110 ,214 ,295 ,191 ,544 ,390 ,092 -,224 1 ,112 ,112 ,421 -,045 ,357 
Sig. (2-
tailed) 
,411 ,411 ,199 ,201 ,411 ,230 ,711 ,855 ,327 ,327 ,775 ,556 ,556 ,247 ,107 ,304 ,002 ,030 ,624 ,226   ,547 ,547 ,018 ,811 ,048 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
22 Pearson 
Correlation 
,066 ,066 ,030 -,083 ,066 ,568 -,114 ,288 ,013 ,013 ,023 ,106 ,106 ,178 ,381 ,614 ,533 ,233 ,581 ,310 ,112 1 ###
# 





,725 ,725 ,874 ,655 ,725 ,001 ,543 ,116 ,946 ,946 ,902 ,572 ,572 ,337 ,034 ,000 ,002 ,207 ,001 ,090 ,547   ,000 ,008 ,007 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
23 Pearson 
Correlation 
,066 ,066 ,030 -,083 ,066 ,568 -,114 ,288 ,013 ,013 ,023 ,106 ,106 ,178 ,381 ,614 ,533 ,233 ,581 ,310 ,112 1,000 1 ,469 ,478 ,576 
Sig. (2-
tailed) 
,725 ,725 ,874 ,655 ,725 ,001 ,543 ,116 ,946 ,946 ,902 ,572 ,572 ,337 ,034 ,000 ,002 ,207 ,001 ,090 ,547 ,000   ,008 ,007 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
24 Pearson 
Correlation 
,059 ,059 ,076 ,180 ,059 ,243 -,147 ,091 ,255 ,255 ,059 ,269 ,269 ,014 ,452 ,359 ,748 ,259 ,675 -,015 ,421 ,469 ,469 1 ,289 ,570 
Sig. (2-
tailed) 
,751 ,751 ,686 ,333 ,751 ,188 ,430 ,625 ,167 ,167 ,754 ,143 ,143 ,940 ,011 ,047 ,000 ,159 ,000 ,937 ,018 ,008 ,008   ,115 ,001 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
25 Pearson 
Correlation 
,033 ,033 ,189 ,009 ,033 -,022 -,233 ,318 -,179 -,179 ,044 ,075 ,075 ,153 ,695 ,714 ,345 -,285 ,434 ,038 -,045 ,478 ,478 ,289 1 ,402 
Sig. (2-
tailed) 
,860 ,860 ,308 ,963 ,860 ,905 ,206 ,081 ,335 ,335 ,813 ,690 ,690 ,411 ,000 ,000 ,058 ,120 ,015 ,838 ,811 ,007 ,007 ,115   ,025 
N 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 31 
26 Pearson 
Correlation 
,567** ,567** ,366* ,322 ,567* ,574** -,014 ,368* ,524** ,524** ,502** ,552** ,552** ,363** ,466** ,483** ,641** ,518** ,555** ,485** ,357* ,576** ,576** ,570** ,402* 1 
Sig. (2-
tailed) 
,001 ,001 ,043 ,077 ,001 ,001 ,940 ,042 ,002 ,002 ,004 ,001 ,001 ,045 ,008 ,006 ,000 ,003 ,001 ,006 ,048 ,001 ,001 ,001 ,025   







Case Processing Summary 
 N % 
Cases Valid 31 100,0 
Excludeda 0 ,0 






Alpha N of Items 
,866 23 
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APPENDIX 6 
DOCUMENTATION 
DOKUMENTASI 
 
 
  
